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FACE FRONT, TRUE BELIEVERS! 

In this new role-playing gamebook, you are the 
shield-wielding Captain America as he encoun- 
ters one of the most slippery, and deadly, crimi- 
nals of the Marvel Universe. 

Based on the popular MARVEL SUPER 
HEROES Role-Playing Game from TSR, Inc.. 
MARVEL SUPER HEROES Adventure Game- 
books require only a single standard, six-sided 
die; a pen or pencil; a moderate supply of luck; 
and, most of all, your own personal skill in mak- 
ing decisions as you play the game. If dice are not 
available, you can consult page twelve for a sim- 
ple alternative requiring only pencil and paper. 

MARVEL SUPER HEROES Adventure Game- 
books have been designed to read easily, without 
complicated rules to slow down the story. Once 
you finish reading the rules that follow, you 
should seldom find it necessary to refer back to 
them. Your choices are clearly stated at each 
choice point, with occasional reminders of addi- 
tional options you have available. 

Your adventure reads like a book, plays like a 
game, and offers thrill a minute— with YOU as 
your favorite MARVEL SUPER HERO! 
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YOUR CHARACTER 

Your real name is Steve Rogers. Bom during the 
Depression, you were a frail youth— too weak to 
be accepted into the U.S. Army when World War 11 
broke out. But patriotic even then, you volun- 
teered to test a Super-Soldier formula for the gov- 
ernment. Though never duplicated since, the 
experiment was successful in your case, and your 
body became as physically perfect as a human 
body can be. 

After your transformation, you were given spe- 
cial training in the mental and physical skills 
required of a twentieth-century warrior. You, 
Captain America, became America's most effec- 
tive special operative during the war, defending 
freedom at every opportunity, until in the final 
days of the war, you were accidentally frozen in a 
state of suspended animation. 

Awakened decades later by another accident of 
fate, you found yourself in an America very differ- 
ent from the one you left, but still a nation of free 
and independent people, and you determined 
that it was, as ever, your job to keep America that 
way. 

In this adventure, you will discover a diabolical 
plot that threatens your land's liberty, and it will 
be up to you, Captain America, to stop it. 




PLAYING THE GAME 

The MARVEL SUPER HEROES portrayed in 
this series of books have certain powerful abilities 
far beyond those of the average human being. As 
Captain America, your special abilities, which 
will allow you to attempt feats a normal person 
wouldn't even consider, are listed on the remov- 
able MARVEL SUPER HEROES Stats Card 
located at the front of this book. The Stats Card 
lists everything you need to keep track of in order 
to play the game in this book. At the same time, it 
doubles as a handy bookmark. 

SCORING 

Playing the game requires that you keep track 
of three things— Skill points, Karma points, 
and Health points— on the Super Hero Stats 
Card located at the front of this book. An explana- 
tion of each of these follows. 




HEALTH POINTS 

Health points represent your general health 
or life strength. If you are Injured or become ill, 
you lose some of these points. If you lose all of 
your Healtn points, you will fall unconscious and 
possibly even die. At any rate, if your Health 
points drop to zero or less, your adventure is over. 
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If you arfe hurt or sick, you may regain some or all 
of your Health points by spending Karma, which 
is explained in the following section. Always 
remember, however, that It is not possible to 
regain more Health points than you had at the 
start of the game. 

Captain America begins his adventure with a 
total of 28 Health points. 




KARMA POINTS 

Karma points represent the effects your 
actions will have on your future. You earn Karma 
by doing heroic deeds, by making the right deci- 
sions, and in general by being a good person. Con- 
versely, if you do things you shouldn't, you may 
lose Karma. There is no limit to the number of 
Karma points you can earn, but you will do better 
if you spend your Karma rather than hoard it. 

You may spend Karma on any die roll you make 
to increase your chance of success. Here Is how it 
works: 

You must make your decision to spend Karma 
before you roll the die. 

Once you commit yourself to spending Karma 
on a die roll, you must spend at least 2 Karma 
points. You may add as many more Karma points 
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as you need to make your die roll succes^f i 
vlding you have enough Karma points <= 

If you decide to spend Karma on your h'''" ii 
but fall the roll because you didn't W in ^ 
Karma points to spend or because you chonl°"^ . 
to spend that much Karma, you still lose the nrf,.i 
nai 2 Karma points. 

Karma may also be spent to regain lost Hpalth 
points whenever you reach a choice point in the 
story, unless the text specifically states otherwise 
For every Karma point you decide to spend in this 
manner, increase your total Health score by 1 
point. Be sure to subtract the same number from 
your Karma total. Health points may not be con- 
verted to Karma points. 

Captain America begins this adventure with a 
total of 12 Karma points. 

ABIUTY POINTS 

Ability points determine how easy or difficult 
it is for you to perform certain actions, called 
FEATS. Whenever you are asked to attempt a 
particular type of FEAT, consult the ability called 
for on your MARVEL SUPER HEROES Stats 
Card, roll one die, and add the result of the die roll 
to your Ability score. The text will indicate what 
you should do next, according to what your total 
was. 

The abilities used in this gamebook are 
described below. 

FIGHTING determines how good you are in 
armed and unarmed combat. You have had exten- 
sive combat training and are, therefore, better 
able than most people to defend yourself and oth- 
ers. 
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AGILITY Is a measure of your coordination. The 
Super-Soldier serum has made you more agile 
than any Olympic athlete. The combination of 
your talent and training make you better able 
than most to dodge away from danger, catch 
things hurled toward you, or leap exceptional dis- 
tances. 

STRENGTH determines how much damage you 
inflict when you hit something. It also tells how 
much weight you are able to lift. Although you do 
not possess superhuman powers, you are excep- 
tionally strong for a human, so you must be care- 
ful not to hit people so hard that you cause 
extensive physical damage or death. 
ENDURANCE is a measure of how long you can 
exert yourself physically without resting or when 
injured. Consequently, it also determines how 
well you can stand up to punishment, how long 
you can hold your breath, and how well you are 
able to resist the effects of trauma or poison. 
REASON reflects how well you can solve prob- 
lems. You have had a good education and consid- 
erable training, so your reasoning skills are above 
average. 
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INTUITION gauges how well you observe with 
your senses and are able to act on that knowledge. 
Your experiences have made you an acute 
observer of your surroundings, and your strong 
moral intuition often alerts you when something 
is not as it should be. 

PSYCHE Is based on your willpower and inner 
strength. A high psyche score will make you 
resistant to magic and mind control. Your psyche 
is above average for a human being. 
SHIELD is a special skill belonging Just to you. 
You carry a shield made of a unique adamantlum 
and vibranium alloy. If you are behind it, it will 
absorb tremendous damage and keep you from 
getting hurt. Because of the practice you have 
had, you generally throw it with uncanny accu- 
racy and are able to hit opponents with it to knock 
them off balance or disable them. You are often 
able to catch your shield on the rebound. 
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PLAYING WITHOUT DICE 

Should you ever wish to play the adventure 
when dice are unavailable, there is a simple sub- 
stitute that requires only pencil and paper. Sim- 
ply write the numbers 1 through 6 on separate 
slips of paper and mix them up in a container. 
When a FEAT roll is called for, draw one of the 
slips, note the number, and place the slip back in 
the container. Each draw represents one roll of a 
die. 

You, as Captain America, are now ready to face 
the dangers threatening your country by the 
ROCKET'S RED GLARE. 

TUrn to page 13 to begin your adventure. Good 
luck, and good choices! 

Captain America Stats Card: 



Ability Points: 

Fighting 10 

Agility 8 

Strength 4 

Endurance 6 

Reason 2 

Intuition 8 

Psyche 2 

Shield 16 

Karma Points 8 

Health Pts 28 



As you walk across the plush carpeting in the 1 
hallways of the Avengers Mansion, you feel more anx- 
ious than ever to hit the streets. The Avengers meeting 
seemed to drag on today, possibly because you were so 
eager for It to adjourn, yet as a long-time member of the 
Avengers, you realize the Importance of these meet- 
ings. Due in part to its organized nature, including its 
regxilar meetings, the band of superheroes known as 
the Avengers has gained official recognition by the U.S. 
government and many international agencies, and also 
enjoys a positive public reputation. 

All you can think about today, though, Is prowling 
New York City for possible dangers to the citizens you 
have sworn to protect. It's been a slow week for crime, 
you reflect. / shouldn't be disappointed, but I can't 
shake this feeling that this is only the calm before the 
storm. I wonder if SHIELD has any information about 
what's brewing in the underworld? 

In your battles against super foes, you and other 
Avengers have worked many times with the govern- 
ment organization called SHIELD (Supreme Headquar- 
ters International Espionage Law-enforcement 
Division). SHIELD'S director, former U.S. Army colonel 
Nick Fury, is one of your closest friends. If I don 't turn 
up anything moreinteres ting by tonigh t, I '11 give Nick a 
call, you decide. 

Just as you reach the mansion's Fifth Avenue exit, 
you hear a voice call out behind you. "Cap! Wait just a 
minute, would you, please?" 

As you turn, you see the slim figure of Janet Van 
Dyne, alias the Wasp, heading toward you through the 
foyer. The Wasp, as a founding member of the Aveng- 
ers, is not a woman to be taken lightly. She Is also your 
friend, so you summon up enough patience to listen 
cordially to what she has to say. 

"The team hasn't had a chance to practice much 
with our star-spangled member recenUy." she says 
with a smile as she knocks teasingly on the shield 
strapped to your back. "I was hoping to interest you in 
around of mixed doubles with Namor. Captain Marvel, 
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and me." 

You pause uncertainly. Mixed doubles is not as innoc- 
uous as it sounds. It's Jan's name for one of the more 
challenging and competitive combat simulations 
developed for the Avengers to practice teamwork. 

You know it's extremely important to exercise with 
your team, but you have trouble shaldng the feeling 
that outside the security of the Avengers Mansion, 
something requiring your attention is happening. 

If you decide to decline the Wasp's offer and seek the 
source of your concern now, turn to 132. If you want to 
accept the Wasp's challenge, turn to 152. 

2 Though you are curious to know what HYDRA is 
planning to do with tanks in Philadelphia, the informa- 
tion Agent Bronder has discovered is too valuable to 
risk. You must get it to Nick Fury immediately. Hope- 
fully, your escape will also disrupt HYDRA's mission, 
whatever it is. "We're going to leave while the odds are 
with us," you whisper. "Wait for my signal." 

In addition to the other four new HYDRA recruits on 
the minibus with you, there is a driver and a guard. 
Having watched the other four recruits during train- 
ing, you feel sure you and the SHIELD agents can take 
them out easily, but the guard and the driver are 
unknown quantities. 

You wait long enough for the van to move several 
miles from HYDRA's secret base. Finally, rumbling 
noises under the bus's tires, and a series of stops and 
starts, indicate to you that the bus must be approach- 
ing a toll booth. Slipping your shield out from the back 
of your shirt, you signal silently to Bronder and Hoff- 
man to take care of your fellow HYDRA recruits. 

Swiftly, you approach the curtain that separates the 
front of the bus from the rear. Hoffman and Bronder 
each knock out one of the unsuspecting hired thugs. 
The remaining two raise an alarm almost immediately. 

"What's going on?" one shouts. 

"Guard!" the other cries. 



The moment the guard pokes his head through the 
curtain, you make a grab for him. Tb hang on to him, 
you must make a Strength FEAT by rolling one die and 
adding the result to your Strength ability. If the total is 
8 or less, turn to 139; if it is 9 or more, move on to 8 1. 




Your shield strikes Blacklash's arm, startling 3 
him. His whip misses the SHIELD agent. 

Oblivious to the danger you Just saved her from. 
Agent Bronder flips a switch on her Nltro-buster and 
holds the nozzle up to the glimmering cloud that is 
Nitro's gaseous form. 

You move toward Blacklash, but Agent Hoffman 
comes running from the side of the warehouse, tack- 
ling the villain before you can reach him. Before Black- 
lash can recover, Hoffman has him handcuffed, 
making it impossible for him to wield his weapons. 

You stand back, content to watch the two agents at 
work. "A completely professional Job," you congratu- 
late them. 

"Did you remember to take Blacklash's teleportation 
ring off of him?" you ask Hoffman. 

In reply. Hoffman Just grins and holds up a gleaming 
wide band set with a large crystal. 

"Better leave It over there so Viper doesn't beam you 
up, Scotty. She eats SHIELD agents," Bronder says. 

"I didn't know you cared," Hoffman says, smiling £is 
he complies with his partner's suggestion— not a 
moment too soon, for the ring glows for a moment and 
then disappears. Proceed to 147. 
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4 If I stay near Blacklash and the rocket, Nitro won't 
dare unleash his explosive power for fear of dama0ng 
them, you figure. Although Blacklash has retreated 
from the battle, cradling his injured arm, you decide he 
could still be dangerous, so you put the rocket directly 
between yourself and Nitro. 

The elderly villain doesn't act In quite the manner 
you'd expected, however. He punches a fist at you 
around the circumference of the missile. You dodge it 
easily, but Nitro explodes the fist. Your ears ring from 
the force of the explosion and the rocket wobbles 
momentarily before settling still again. 

"You idiot!" Blacklash yells at his partner. "You'll 
destroy the rocket!" 

Ignoring him. Nitro tries to kick you from around the 
edge of the rocket. His exploding foot unbalances the 
rocket again, and it tips toward him. 

Lunging backward, you use your shield for cover as 
the rocket falls to the ground, but the missile remains 
stable, 

"Now it'll never worki" Blacklash screams at Nitro. 

The other villain scowls. "I've had enough of this stu- 
pid scheme!" he shouts. He blows himself up, not both- 
ering to move farther away from Blacklash. You, 
fortunately, are farther away from the explosion, but 
you must subtract 5 Health points from your total. 

A dense mist that must be Nitro's gaseous form drifts 
swiftly across the bay. You turn to question Blacklash, 
but a peculiar hum fills your ears, and he starts to glow 
mysteriously. Tbo late, you realize he has also escaped, 
using Viper's teleporter. 

'IUmto21. 

5 You whip your shield not at Blacklash but at the 
wall. It ricochets with a cracking sound and slams into 
the drug-sotted super villain. Blacklash crashes into 
the table you are strapped to, and you grab hold of his 
shirt with your bound hand. 
A quick blow to the back of his head with your 
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unbound hand and your foe slumps over the top of you. 
You unfasten the keychaln at Scarlotti's belt and open 
the lock that fastens the metal strap binding your other 
wrist. Shoving Scarlotti's unconscious form to the 
ground, you free your legs, as well. 

It takes a little while for you to bring Blacklash 
around, but the look on his face when you do Is worth 
the effort. 

"You're going to help me out of here." you explain to 
him. 

"No, way. You're the one who's crazy," he answers 
groggUy. 

"Look at it this way, Blacklash, I'm leaving this place, 
and I'm taking you with me. Now, should I stumble 
across any guards or, heaven forbid, Viper, they're 
going to see you're my hostage. They're going to know I 
defeated you while I was helplessly strapped to a table. 
They're going to know what a loser you are. Do you 
want that, Scarlotti? Do you want Viper to see you helo- 
less like that?" 

You know from the Avenger's flies that Blacklash has 
a history of manic-depressive psychosis: he is unable to 
handle his own failure, and his drug-Induced state has 
undoubtedly made him more susceptible to intimida- 
tion. Your psychological pounding pays off. 

All the fight has gone out of him. Blacklash cringes. 

"I'll help you." he whines. "Just don't let her see me. 
please?" 

In almost no time, with yoiu" prisoner firmly In hand, 
you manage to sneak through the maze of Viper's 
secret base and out into the sunlight. 

"This is Pittburgh, Isn't it?" you ask. though you are 
certain of the rlverview and the skyline before you. 
You've just stepped from a secret passage into the 
upper station of the Incline, a cable car that climbs the 
side of Mount Washington. A brass historical plaque 
confirms your guess. You've battled on this very spot 
alongside the mighty Avengers. 

Across the street you find a phone booth where you 
place a call to someone you know will be most inter- 
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ested to discover the whereabouts of the Viper— Nick 
Fury, the director of SHIELD. 

"Viper!" Fury sputters. "Did you say you're at Vi- 
per's secret base?" 

"On top of it actually. With Blacklash. He's been 
working for her, though right now he's discovering the 
error of his ways." 

"Stay right where you are. I'll have the regional di- 
rector pick you up. She'll be there in five minutes or 
she'll be looking for a new job." 

The regional director's job seems pretty secure. 
Within three minutes a helicopter lands in the middle 
of the street and the pilot waves you in. "Hurry, please, 
before I get a ticket for an illegal landing and blocking 
traffic," the woman says. 

Within another three minutes the helicopter has 
landed back on top of the U.S. Steel building, and you 
are seated In a comfortable office. Blacklash is safely in- 
carcerated. 

The helicopter pilot, Sylvia Chansler, turns out also 
to be the regional SHIELD director. "Colonel Fury's or- 
ders were to make you comfortable and to pick your 
brains at the same time." Director Chansler says. 

Quickly you outline the events of the previous eve- 
ning. Including your capture and subsequent escape. 

"Colonel Fury said I was to let you in on everything, 
lb start with. Viper stole these rockets from the govern- 
ment last month and we've been trying to track her 
ever since. She's been selling them to all sorts of weird 
groups— terrorists, some of them, but most are hardly 
what you would describe as extremist. Viper manages 
to convince them that they need first strike capability 
against whomever might be their political opposite, or 
come from a different ethnic group, or just whomever 
they hold a grudge against. It's quite bizarre." 

"How many of these rockets did Viper get?" you in- 
quire. 

"Six hundred." 

"My lord! She could start a war!" you gasp. 
Director Chansler nods. "That's what she's trying to 
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do, we suspect, but so far we've managed to keep It 
under wraps. TWenty-two of the rockets have already 
been used, and should the general public find out, we 
could have a panic on our hands." 

"I don't think you give the public enough credit." you 
comment. 

"Maybe not. SHIELD may reconsider the news black- 
out if we can just get those rockets back from Viper." 
"I see. And what are you doing about It?" 
"Basically, I'm waiting for the cavalry." 
"The cavalry?" 

"We don't keep as large a staff here In Pittsburgh as 
they do in New York. Captain. We're waiting for Colonel 
Fury and some of his crack troops to get here. They 
should arrive within the hour. Care to accompany me 
to the airport?" 

You accept and are standing beside Director Chansler 
when Nick Fury comes through the gate with two 
young aides. 

"Cap, you never cease to amaze me!" is Fury's f^rst 
comment. Then he adds, "These are the special officers 
in charge of recovering the rockets— Ken Hoffman and 
Laura Bronder. Director Chansler, what's the status?" 

"I have mobile units stationed all along the moun- 
tainside, sir. just waiting for your people to man them 
more fully." Chansler replies. 

"Fine. There are fifty-four of them waiting on the 
plane," Fury tells her. "all seasoned agents," 

"Great. Agent Lamb will see to them," the woman 
says, motioning for one of her aides to take charge of 
the personnel waiting on the army jet. "I'll drive you to 
Mobile Unit One myself." 

TUm to 159. 
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6 You launch yourself feetflrst at the HYDRA agent. 
Startled by your speed, he has time to aim his rifle at 
you. but not time enough to get out of your way. 

As you connect with his body, his rifle goes off. He got 
me. you realize as your body shudders with pain. Sub- 
tract 3 from your Health points. 

Can 't afford to succum b to the pain, you tell yourself. 
I have to stay conscious long enough to protect these 
people. 

If your Health points have fallen to or less, your 
adventure ends here. If you have 1 to 5 Health points, 
you must make an Endurance FEAT by rolling one die 
and adding the result to your Endurance. If the total is 
8 or less, turn to 75. If it is 9 or more, go to 207. If you 
have 6 or more Health pohits, turn to 153. 



7 The blow you'd intended for the HYDRA com- 
mander misses. He didn't get where he is today by 
behig a poor fighter. He dodges your swing and fires his 
weapon in your direction. 

You must subtract 4 from your Health points, as a 
bullet grazes your side. If your Health is or less, your 
adventure ends here. If you are stUl in satisfactory con- 
dition, turn to 37. 

8 As you reach your hand into the glowing red bas- 
ket, a hot, prickly feeling crawls up your skin. You with- 
draw your hand immediately and remove your glove to 
discover that your skin is flushed, as though you had 
just pulled it out of scorching water. 

Just then Captain Marvel calls out, "Special Delivery. 
Cap!" and tosses your shield in your direction. Unfortu- 
nately, because of your stinging hand, you flub the 
catch and your shield spins out of reach. 

Beside you, the Sub-Mariner reaches his hand hito 
his team's basket, then pulls it back in a hurry, just as 
you did. With a snarl, the Atlantean angrily shakes 
small red flecks of something off his fingers. 
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Anxiously you turn your attention away from your 
competition and back to Captain Marvel as she pro- 
ceeds to try to reach you and the basket. She's done a 
good job so far of evading the force fields generated by 
more hovering spheres and taking on other energy 
forms to pass through metal shields that drop from the 
ceiling. Now, though, a weapon set in a turret in the 
ceiling is tracking her with some form of energy beam. 

lUm to 195. 



Most of the heat has dissipated from the bombed- 9 
out wreckage, of the Staten Island office building. You 
ask the police officer guarding the site if you may look 
around. 

"Sure, Cap. Gas company turned off the line. Footing 
could be treacherous, though. Watch yourself." 

There is a section of the wreckage where even the 
ground floor has caved in, revealing some of the base- 
ment beneath. Sliding carefully down Into the hole, 
you inspect the only undamaged section of Freedom 
Flight's ex-headquarters. 

The basement is a concrete room, bare but for the 
wreckage. an6 smaller than you would have expected 
considering the size of the building. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 4 or less, 
move on to 107. If it is 5 or more, turn to 72. 

"Search for his keys," you order the SHIELD 10 
agent as you cross the room swiftly and close the doors 
silently. Agent Bronder comes up to you a minute later, 
clasping a heavily laden key chain and a parking card. 

Cracking open the door, you check to make sure the 
corridor is empty. Then, grabbing the keys and Bron- 
der's hand, you dash across the hall to the elevator. The 
few-second wait for the doors to slide open seems inter- 
minably long. Finally, the elevator arrives. You slip a 
round key into the slot by the parking garage button 



21 



and turn. 

Bronder examines the other keys on the ring. "We're 
looking for a Cadillac," she says, picking out the Igni- 
tion and door keys for that model car. "New, too, I'd say, 
from the lack of wear on the keys." 

"Those numbers should correspond to his parking 
space," you add, pointing to a series of digits along the 
bottom of the parking card. 

You and Bronder meet two surprised HYDRA agents 
when the elevator doors leading to the ujiderground 
parking lot open. The two of you make short work of 
them, though, and as you suspected, the number on 
the parking tag leads you to the exact slot where the 
HYDRA agent you met earlier parks his new, white 
Cadillac. 

"Didn't know bad guys could drive white cars," Bron- 
der mutters. 

"Hurry and get in. And buckle up," you order, 
unlocking the passenger door. 

You slip in behind the wheel and fasten your seat belt. 
TVylng to avoid suspicion, you drive cautiously up to 
the mechanical exit gate and insert the parking card. 
The gate rises and you drive out into the open. 

For the first time, you have a look at the entire 
HYDRA secret base from the outside. It is a large indus- 
trial park, isolated from the outside by surrounding 
farm fields. 

"There are armed guards posted at the gate," Bron- 
der gulps, peering at the dimly lit outer gate. 

"Yes. We'll have to charge it. Stay down." 

You run the Cadillac through the chain-link fence. 
The guards, apparently accustomed only to keeping 
people out, are too startled to react immediately. They 
don't fire until you have passed them. You hear some of 
the bullets hit the car, and the back windshield cracks 
into a spiderweb pattern. 

"That wasn't too bad," Bronder says, sitting up. 

"Down!" you shout, aghast at what lies in the road 
ahead of you. Across your lane sits an armored tank 
with a gun mounted on a turret, and the gun is 



turning In your direction. 

Make an Agility FEAT by rolling one die and adding 
the result to your Agility ability. If the total is 10 or less, 
go to 193. If it is 1 1 or more, turn to 5 1. 




Blacklash and Nitro must have teleported into 11 
the warehouse yard, you think. That would make 
sense, since according to the Avengers' nie on the Vi- 
per, she's been known to give her henchmen special 
rings so she can track them with her teleporter. 

On each of your vanquished foes, you find just such a 
ring, each with a large crystal set in a wide band. You 
remove both of them, and, not sure how they function, 
you set them on the warehouse loading dock. After a 
few minutes, the rings glow and then disappear. 

"Surprise, Viper." you whisper with a grin. "I'll be 
coming for you soon, too." Add 5 to your Karma point 
total. 

Within half an hour, SHIELD answers your sum- 
mons and has an Investigation team swarming all over 
the warehouse yard. The team is headed by no less 
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than the director of SHIELD himself. Nick Fury, a long- 
time friend and associate. 

"Cap," Nick says, shaking yoiir hand, "you never 
cease to amaze me. How did you do it?" 

"I had a tip from Constrictor that something would 
happen here tonight." you explain, "though he 
wouldn't say how he knew." 

"Excuse me, sir," a young woman In a SHIELD uni- 
form says, tapping Fury on the shoulder. 

"What Is it, Bronder?" 

"Nitro looks pretty sick— apparently some anti- 
nausea drug Viper gave him is wearing off. Agent Hoff- 
man WEints to know if we can send him to the hospital, 
since he's in no condition to talk." 

"What about Blacklash?" Fury asks. 

"We can't keep him quiet," she says, grinning. "He's 
already confirmed a lot of what we suspected." 

"What is it you suspected?" you ask Fury. 

"Come on." The SHIELD director invites you to fol- 
low. "You can listen and learn." 

Blacklash sits at a table inside SHIELD'S mobile 
trailer office. He is flanked by two armed security 
agents, though he is now quite harmless, having been 
stripped of his armored costume and weaponry. 

An agent seated across from Blacklash rises to give 
Fury his chair. 

"Cap," Fury says pointing to the man who just got 
up, "this is Special Agent Ken Hoffman. Oh. and this Is 
his partner"— Fury indicates the young woman who 
questioned him earlier— "Laura Bronder. They've been 
coordinating the hunt for Viper ever since she hijacked 
a rocket shipment from Uncle Sam last month.*' 

TUmtoZOl. 

12 The three of you help bring Commander Wright 
to consciousness to question him. Agent Bronder and 
Agent Hoffman take a seat on either side of him, and 
you sit facing htm. 
TUm to 174. 




Agents Hoffman and Bronder get a SHIELD 1 3 
cleanup crew to take away the rocket, and they tell the 
authorities as much as they need to know. 

After agreeing on a rendezvous point, you, Hoffman, 
and Bronder part company to get a little rest. 

You sleep till mid-morning and awaken feeling 
refreshed. Add 2 points to your Health. You ride your 
cycle to the place agreed upon with Agents Bronder 
and Hoffman the night before, then park next to an 
unmarked truck trailer that you know Is really a 
SHIELD mobile office. After giving the password, you 
are ushered Inside by Agent Hoffman. Agent Bronder is 
already sitting Inside with SHIELD'S director. Nick 
Fury, an old friend. 

"Glad you decided to come in on this with us. Cap," 
Fury says in greeting. 

"If It will stop the Viper, you know you can count on 
me, Nick." 

"Yes." Fury agrees. "Just so you know, we caught 
Nitro earlier this morning. Viper beamed him Into 
Atlantic City to do some Job, but he ran away from her. 
Didn't like her. He claims he doesn't know a thing 
about her operation— not even where it's based— 
because he always got in and out of it via the trans- 
porter. I have some other agents working on the only 
lead he could give us, but 1 don't think It will pay off as 
well as Laura and Ken's plan." 

"So what is this plan?" you ask. 

TUm to 198. 
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14 After punching up the appropriate street map on 
the van's computer-controlled navigation display and 
locating the Curtis Supply Warehouse, you start up the 
van's engine. Pleased with the convenience and ano- 
nymity of your mobile headquarters, you head toward 
the Holland TUnnel, listening to a Glenn Miller record- 
ing on your tape deck. 

Your destination turns out to be a modem facility 
alongside Newark Bay. The well-lit warehouse yard is 
surrounded by a high chain-link fence, but from the 
van you can see no other security defenses. 

Using the periscope in the back of the van so you 
won't be seen, you keep an anxious watch over the 
warehouse and its surroundings. No one passes you on 
foot, and motorized traffic on the road is very light. 

A few minutes before midnight, you sneak out of the 
back of the van, intent on having a closer look. Know- 
ing that one of the tools at the Viper's disposal is a mat- 
ter transmitter, you realize she could transport herself 
and any of her henchmen inside beyond the locked 
gate without being detected. She could already be in 
there. Swiftly, you cross the street and climb over the 
fence, determined to have a closer look at the ware- 
house. 

Being careful to keep low, you cross the warehouse 
yard and peer around the side of the building. On the 
loading dock, you recognize three forms and all of them 
mean trouble! 

First is the super villain Nitro, a man who can deal 
deadly blows by exploding parts of his body such as his 
fists and feet, or even explode his entire body, with the 
same devastating effects as a bomb! Even worse, after 
disintegrating himself in this manner, he can reform 
and repeat his attacks over and over, apparently an 
unlimited number of times. You seem to recall from the 
Avengers' files that Nitro was supposed to be under 
guard in a hospital— too ill to use his powers or even 
stand trial. Obviously someone has freed and cured 
him. The Viper seems a likely candidate for that role. 
She has the resources. 



The second form Is that of Blacklash, whose danger- 
ous cybernetic whips can pierce steel armor or even be 
made to explode. You have defeated this criminal 
before, but tonight he is in very tough company. 

The third form is what worries you the most. Occupy- 
ing the attention of the two criminals, towering over 
' them, is an eight-foot-tall, gleaming rocket! Constric- 
tor's nonsense words come back to you, ". , . by the 
rocket's red glare." He meant It literally. They have a 
real rocket and it looks as If they are preparing to 
launch it. 

Blacklash is pointing Nitro in the direction of the 
warehouse. "Go in there." he says, "and wait unUl I 
come in to give the all-clear." 

"Why do I have to take orders from you?" Nitro 
growls. 

"Because Viper trusted me with her plan and not 
you." Blacklash snaps. 

"Viper, bah!" Nitro spits. "She's just a woman!" 

"If it weren't for her. you'd Just be an old man lying 
on your back complaining about the pain. That drug 
she gave you to help you concentrate enough to 
explode will wear off soon, so I wouldn't annoy her If I 
were you, unless you want to end up a prisoner in that 
hospital again." 

Nitro sneers, but he goes into the warehouse as 
ordered. 

So, you think. Viper has Nitro cowed Into submission 
with some drug that counteracts the nausea that tem- 
porarily kept Nitro from exploding. And Blacklash— 
well, he'd work for anyone. I must try to take out 
Blacklash without alerting Nitro. 

Sneaking up on Blacklash in the well-lit warehouse 
yard may be difllcult, but you hope he will be too intent 
on his task of arming the rocket to notice you until it's 
too late. Perhaps you will do better to surprise him with 
your shield. 

If you want to sneak up on Blacklash and take him on 
hand-to-hand, move on to 96. If you'd prefer to throw 
your shield at him first, turn to 50. 
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1 5 The guard howls with pain as your shield slams 
into his body, yet he finds the strength to raise his 
weapon and aim it at you. 

"We don't want a lot of noise, now, do we?" you ask. 
leaping over the bar and grabbing for the weapon. 

Make a Strength FEAT by rolling one die and adding 
the result to your Strength ability. If the total is 7 or 
less, turn to 86. If it is 8 or more, turn to 146. 

16 / have to get that gun away from him, you think, 
lunging at your foe. Make a Strength FEAT by rolling 
one die and adding the result to your Strength. If the 
total is 7 or less, turn to 68. If it is 8 or more, go to 137. 

17 "The mobile units are all stationed and at the 
ready, sir." she informs Fury. "All we needed was the 
extra units." 

"I brought fifty-four seasoned field agents with mc. 
And as an added bonus, Captain America will be help- 
ing out. Consider him my second-in-command." 

"Pleased to meet you at last, sir. We hear so much 
about you in training." Director Chansler points out 
one of her uniformed officers. "Agent Lamb will see 
that the troops are stationed properly. I'll escort you to 
MobUe Unit One." 

TUmto 159. 

1 8 In addition to being an important defensive tool, 
your shield is a pretty handy weapon as well. You 
spring toward it. 

Nearby, the Sub-Mariner has Just used some ripped- 
up floor tiles to create a path through the flames encir- 
cling him. With a grin, he gives your shield a kick, but 
you land on it before it can slide very far away. 

With your shield on your arm and the robot behind 
you. you continue toward your goal. 

TUrn to 178. 
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"I'll take the inside of the warehouse," you 19 
decide, hoping it will be the most dangerous place. As 
brave as Agent Bronder seems, you would not like to 
see her taking the brunt of the attack from the super vU- 
lains you are expecting. 

"The door is on my side of the building," Bronder 
explains. "Don't fall asleep," she teases Hoffman before 
she leads you around to the bay side of the yard. 

"Where's your backup?" you whisper, 

"Waiting two blocks off for our signal," she answers, 
patting the walkie-talkie at her waist. '"IWenty of them, 
and some of them are nearly as big as you. I'll be hiding 
right there." Bronder says as she points into the 
shadow of the loading dock steps. She leads you up to 
the loading dock door, 

"You're very good at that." you comment, as she 
picks the door's lock with ease. 

"I considered a career in housebreaking, but SHIELD 
had better health benefits." she replies, holding the 
door open for you. 

"How often do you check in with these?" you ask. 
holding up the walkie-talkie you were given. 

"Every quarter hour, or if we see anything suspi- 
cious." 

"I don't want you trying to make Nitro blow up on 
you," you order. 

"Don't worry. If I see him first, I'll wait until you 
arrive and make him blow up on you." she reassures 
you. 

"Good." you reply slipping past her and ducking 
behind a stack of crates within the building. 

Hiding in the quiet, dark warehouse, you feel time is 
moving unbearably slowly, but before the midnight 
walkie-talkie check-in is due. Agent Bronder calls in. 

"Blacklash, Nitro, and a rocket. Just 'beamed' in. 
Nitro's heading your way. Captain." 

There Is a bang at the loading dock door. The door- 
knob falls off and the door swings open, revealing the 
criminal Nitro. 

He must have exploded the lock off by blowing up 
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only his hand, you realize, watching the eerie glow 
about the villain's fist fade. We'd better keep this battle 
outside where there's more room to maneuver. 

Having decided you don't want your opponent enter- 
ing the warehouse, you charge toward him, hoping to 
knock him away from the door and off the loading 
dock. Make an Endurance FEAT by rolling one die and 
adding the result to your Endurance ability. If the total 
is 12 ormore, go to 82. If the total is 9, 10, or 11, turn to 
36. If It is 8 or less, move on to 1 14. 



2Q You rush toward your foe with a yell. Make an 
Endurance FEAT by rolling one die and adding the 
result to your Endurance ability. If the total is 8 or less, 
turn to 48. If it is 9 or more, turn to 166. 




21 At least I kept them from launching this rocket, 
you think. Add 5 to your Karma point total. Perhaps 
some experts can tell me something about It. 

You head back to your van and place a call to 
SHIELD. Within half an hour, an investigation team 
arrives, headed by no less than the director of SHIELD 
himself, Nick Fury, a longtime friend and associate. 

Fury grins with delight when he spots the rocket. He 
listens intently to the events of your evening. 

"The rocket comes from a whole shipment that Viper 
hijacked from Uncle Sam last month," Fury explains to 
you. 

"So what was the rocket's target?" you ask. "City 
Hall. Shield Headquarters, the U.N.?" 

"Something much more subtle, but equally 
dangerous — " Fury begins. 
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"Excuse me, sir." One of his special agents interrupts 
him. "We found this man lurking around." 

The agent thrusts forth an elderly, rotund man in a 
three-piece suit. 

"Who are you?" Nick Fury snaps. 

The man shakes free of the agent holding him and 
pulls himself up proudly. "I'm Steven Curtis. I own this 
warehouse." 

"What do you know about this rocket?" you ask. 

"Nothing," the man replies quickly— too quickly. 
You're sure he is hiding something. 

"Allow me. Cap." Nick Fury says. "You belong to any 
political organizations, Mr. Curtis?" 

The man shifts nervously. 

"Come on, I don't have all night," the director of 
SHIELD barks. 

"I'm a founding member of the People's Choice of 
Latverla," Mr. Curtis mumbles. 

Fury sighs. "Let me guess. Viper sold you one of 
these rockets to fire at some political opponent. Who 
would that be?" 

Mr. Curtis doesn't answer. Instead he hangs his head. 

"Your guess, Mr. Hoffman?" Nick Fury addresses the 
SHIELD agent who brought Mr. Curtis to him. 

"The People's Choice of Latveria is a pro-Doom 
group. Opposing them Is Freedom Flight. Their head- 
quarters is on Staten Island. I believe." Hoffman 
expounds. 

"Just south, across the water," you note. 

"I didn't do it," Mr. Curtis gasps. "You've got to 
believe me. She tried to sell me one of those things, but 
I refused. 'I'm a man of peace.' I said. She laughed. She 
said I'd have one whether I wanted it or not. and if I 
didn't pay her for it, she'd take It out on my warehouse. 
She's mad! Please, you've got to believe me!" 

"Do you see what Viper's trying to do now, Cap?" 
Fury asks you. 

"You mean she's selling these things to political orga- 
nizations, trying to get them to use them on each 
other?" you ask. 
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"That's right. And if the organization isn't of a terror- 
ist bent and refuses her offer, she makes it look Uke 
they used it anyway." says Nick. 

"Neighborhood weapons escalation." You shiver at 
the insidiousness of the scheme. "Then, as usual, she 
plans try to take over In the ensuing violence and 
chaos," you guess. 

"Precisely," the SHIELD director answers. "Are you 
Interested in helping us track her down?" 

"You can count on me," you assure him. 

Him to 143. 

22 "All right," you agree. "Let's get going." ■ 

With a photocopy of Agent Lamb's map in hand, the 
three of you are escorted to the factory basement where 
the entrance you selected to the mines is located. 

"Boy. is it dark," Agent Hoffman comments. 

"And spooky." his partner adds. "Where are the 
bats?" she jokes. 

"The only thing down here is one very large snake," 
you reply. 

You proceed along the passages swiftly until your 
path is Interrupted by an unmarked vertical mine shaft 
that goes down a long way. The hole cannot be skirted, 
and although you could probably leap over it, it is 
unlikely the SHIELD agents could do so. 

"TWo-man bridge?" you suggest to Agent Hoffman. 

The man nods. "You'd better take the top," he says, 
helping boost you to his shoulders. 

"I always hate this maneuver," Agent Bronder mut- 
ters, "I can't look," she says as you balance on top of 
Agent Hoffman and prepare to fall across the gap. 

You catch the opposite ledge easily. 

"Come on, Laura. We don't want to hang around here 
all day," Agent Hoffman calls. 

The female SHIELD agent bounces lightly across 
your backs and once safely across grabs onto your 
wrists to steady you as her partner climbs up your 




body. You scramble up the ledge. Agent Bronder looks 
quite pale, and not Just from the unnatural Uumination 
of the flashlight, £is she peers down into the chasm you 
just crossed. 

"You afraid of heights?" you ask her. 

"Of course not." she snaps. "That would be stupid." 
She pauses and then adds, "Tm afraid of falling DOWN 
from heights." 

"Come on, let's keep moving,' you order. Soon you 
come to a region where the walls are better shored up. 
They begin to look smooth and polished. 

"Looks like someone's been through here with a 
laser cannon," Agent Hoffman notes. 

"Undoubtedly Viper," you say, nodding. "She always 
gets hold of pretty advanced technology. Better keep it 
down now. These tunnels really carry sound." 

You come to a staircase. Make an Intuition FEAT by 
rolling one die and adding the result to your Intuition 
ability. If the total is 10 or less, turn to 120. If it is 11 or 
more, turn to 58. 
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23 You try grabbing Blacklash in a full nelson, but he 
manages to whip his necro-lash away from Agent Hoff- 
man and around your leg. The Jolt of electricity the vil- 
lain sends through his weapon forces you to release 
him. Subtract 5 from your Health points. 

Blacklash backs away quickly, twisting the crystal 
on his teleporter ring. He glows and disappears. 

"Nuts!" Agent Bronder growls from beneath Black- 
lash's gravity bolo. 

"I'm sorry," you apologize. 

"It's not your fault," Agent Hoffman says. "We 
wouldn't have stood a chance without you. At least we 
still have our contingency plan." 

"Yuk," his partner comments as you help disentan- 
gle her from the bolo. 

"What's the contingency plan?" you ask. 

"Well, it requires some undercover work to follow up 
another tip we have," Hoffman replies, eyeing you 
thoughtfully. 

"Is there anything I can do?" you ask. 

"As a matter of fact, we have a way we can fit you in, 
if you're willing." 

"If it means catching Viper. I'm willing," you answer. 

TUmto 117. 

24 You decide to hit this monstrosity with all you've 
got. rather than risk having it survive a lighter blow, so 
you aim your shield at its neck and heave it with all 
your might. 

lb attempt this FEAT, roll one die and add the result 
to your Shield ability. If the total Is 19 or less, turn to 
93. If it's 20 or more, turn to 169. 

25 The HYDRA commander is at least as strong as 
you. He escapes from your hold, and tries to back away 
so he can use his rifle, but Agent Bronder, having 
already knocked out her own opponent, jams the butt 
of her rifle into the commander's knees. He crashes to 



the floor. You knock him out with a blow to the back of 
the neck. Add 1 to your Karma points for helping to 
defeat and capture the HYDRA commander. 

Rifle fire echoes through the warehouse, and bullets 
ricochet off the back of your 'turtle shell.' TUm to 69. 



Having lost Blacklash, you spin about quickly 26 
to check on the unconscious Nitro. 

"I took off his teleportation ring," Laura Bronder 
explains. "I put It on the ground, and it disappeared. 
Just think, if I'd held onto it, I could be giving Viper 
your regards right now." 

"You may not have lived long enough. Viper Is smart 
enough to have an ambush waiting," you warn. "Any- 
way, I'd prefer to greet her in person, thank you. It's a 
shame we lost Blacklash. He would have known more 
about Viper's operation." 

"Yes," Hoffman agrees. "Still. Nitro might know 
something useful." 

"I just gave him a shot to be sure he stays uncon- 
scious until the backup gets here with the energy- 
absorbing cuffs," Bronder tells you. 

"Fine," you answer. 

"Oh," Hoffman adds. "I caught someone by the name 
of Steven Curtis skulking around out back. Says he's 
the owner of the warehouse. Claims Viper's trying to 
frame him." ^ 

"He might have been here to buy the rocket." Bron- 
der guesses. 

"I don't think so. He hasn't got any money on him," 
Hoffman replies. 

"Maybe Nitro will know something about him," you 
suggest. 

"TfeU me—why does that rocket have a U.S. Govern- 
ment stamp on it?" You point to the missile brought in 
by Viper's henchmen. 

"Oh, did we forget to mention that?" Hoffman asks, 
shrugging. "Viper hijacked these rockets from Uncle 
Sam. Got away with over six hundred of them." 
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"Stx hundred!" you gasp. 

"And If Blacklash figures out how to copy the elec- 
tronic components. Viper could be making more 
within the year," Hoffman points out. 

You shake your head in shock. "Better move your 
backups forward. We've got to get some answers out of 
Nitro— fast!" you order. 

Nitro is not particularly excited about cooperating 
with SHIELD, but apparently he has little liking for 
Viper, either. Unfortunately, there isn't much he can 
tell you. He himself was virtually a prisoner in Viper's 
hideout because she wasn't about to trust him until he 
proved himself. He was always transported in and out 
of her hideout with Blacklash by way of Viper's matter 
transmitter, so he can't even tell you where the hideout 
is. 

"We have got to get a fix on that woman. There must 
be something you can tell us, Nitro," you Insist. 

"She only goes out to collect money for the rockets," 
the elderly villain shrugs. "Catch her making a sale." 

"Unfortunately, she doesn't send us engraved invita- 
tions to these events," Hoffman mutters. 

"She'll be selling a rocket day after tomorrow to Free- 
dom Flight," Nitro volunteers. 

"What's Freedom Flight?" you ask. 

"Some dumb group we were supposed to hit with 
this rocket tonight. Their headquarters is on Staten 
Island. We were supposed to make it look like the guy 
who owns this place did it. 'cause Viper couldn't con- 
vince him to buy a rocket. I was supposed to blow up 
his warehouse to teach him a lesson." 

"What made Viper think Mr. Curtis would want to hit 
Freedom Flight with a rocket?" you ask. 

"Beats me," Nitro shrugs. 

"I can answer that," Hoffman says. "Curtis belongs 
to some group called the People's Choice of Latveria. 
They're all gung-ho on Victor Von Doom. Freedom 
Flight is trying to get him deposed." 

"Why would anyone support Victor Von Doom?" you 
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ask. "He's a power-mad would-be world conqueror." 

"Yep," Agent Bronder nods. "But he's done pretty 
good things to the Latverlan economy, and the Latver- 
lans have, unfortunately, had worse leaders than 
Doom." 

"I see." 

"It doesn't matter anyway." Bronder continues. 
"Once Viper's learned that we've captured Nitro, she'll 
change her plans on this sale." 

"No." Nitro insists. "She doesn't know that I know. I 
eavesdropped on her and Blacklash. They were going 
to meet someone In some secret passage at Freedom 
Flight's Staten Island headquarters." 

"But you were going to bomb it," Bronder argues. 

"I only know what I heard," Nitro says, shrugging. 
"She told Blacklash the Staten Island headquarters." 

"It's worth a try," you urge the SHIELD agents. 

"I guess so," Hoffman admits. 

Add 3 points to your Karma for helping to capture 
Nitro and the rocket, then turn to 98. 




arms gripping her wrists, you toss Viper over your 
head. Both of you rise to your feet simultaneously £ind 
circle each other warily. 



Viper makes a move for a dart at her weapon's belt 
just as you whisk your shield up from the floor. Viper 
keeps her darts coated with the same deadly poison she 
secretes from her fangs. She throws one of the projec- 
tiles, but you block the miniatiu-e missile with your 
shield. 

lUmto 115. 
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28 Inspecting your fallen foe's pouch, you find his 
gravity bola, a weapon that generates an artificial grav- 
ity field that will weight anyone entangled in it to the 
ground. You wrap it carefully around its owner. Add 5 
points to your Karma total for defeating Blacklash. 

Now, how patient can Nitro be? you muse, flattening 
yourself against the wall by the door to the warehouse. 

Not very, you think In answer to your own question, 
when, less than three minutes later, you hear Nitro 
approaching the door, muttering to himself. 

"What's keeping you, Blacklash?" the explosive man 
hisses from the door. 

You hold your breath, poised for action. The moment 
Nitro sticks his head out the door, you clobber him with 
your shield and he collapses beneath you. 

/ don't like ambushing my foes, you think as you 
check Nltro's vital signs, but I haven 't much choice if 
they insist on playing with rockets. You tie Nitro up 
with Blacklash 's whips. That won't hold him if he 
wakes up and explodes, you tell yourself, but maybe 
the drug Blacklash mentioned will have worn off by 
then and Nitro won 't be able to use his power again. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 4 or less, 
turn to 109. If It is 5 or more, go on to 1 1. 

29 "Get me something to tie this man up—" you 
start to say, when in a sudden burst of power, the 
HYDRA leader breaks your hold. He turns the rifle back 
on you just as the double agent Hoffman tackles him. 

Your foe fires at you as he falls to the floor. You feel a 
bullet graze your forehead. 

You must subtract 1 point from your Health, and go 
to 207. 

30 You hit the guard feet-flrst. As you pull yourself 
up into a guarded stance, your opponent remains lying 
on the floor. TUrn to 184. 



You and your partner reach the other side of the 3 1 
room after evading several less deadly obstacles such 
as nets, walls, and rubber bullets. Your teani's goal 
turns out to be a cannonball weighing more than two 
hundred pounds. Grinning, Captain Marvel watches 
you lift It out of the basket. "Promise not to drop it on 
my toes," she says, "and I'll run interference for you." 

The two of you can claim the bonus for being the first 
to get your ball back to the finish line, but, in the end, 
the Wasp and Namor score the most total points. 

"I'm afraid It's my fault, CM. ." you apologize, look- 
ing with chagrin at the head of your robot opponent. "I 
was too rough." 

Wasp picks up the metal head. "Alas, Robbie Robot, I 
knew him. Namor. He won us the game." 

"We'll give you a chance to prove yourself again," 
Namor offers. "Next week, if you can make It." 

"Seems as if I should give it a try," you agree. "Until 
then. Good afternoon. Avengers." 

TUrn to 172. 



Agent Hoffman halls a state police car parked 32 
next to the toll booth. You are waiting by the bus with 
Agent Bronder, holding onto your prisoner, when you 
feel three rapid bangs on your shield. 

"Gunfire!" you shout. "Stay downl" Shoving your 
prisoner and Agent Bronder out of the way. you spot 
the sniper— the HYDRA bus driver. 

As you leap back toward the bus, your attacker fires 
all the ammunition left in his weapon at you, but the 
bullets bounce off your shield. As he tries frantically to 
reload, you stun him with a punch and confiscate the 
gun. 

You identify yourself to the New Jersey State "lY-oop- 
ers by revealing your Captain America costume under 
the phony super villain suit, and Agents Hoffman and 
Bronder recite a special code that identifies them as 
SHIELD agents. At your request the police take all of 
the HYDRA agents into custody. Give yourself 1 Kaxma 
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Point for helping to capture them and for keeping them 
from participating In the assault in Philadelphia. 

Half an hour later, Nick Fury lands a SHIELD air car 
at the state trooper barracks where you've been wait- 
ing for him. "I take it by your smiling faces that you 
have good news for me," the SHIELD director says. 

"Viper's base is in Pittsburgh," Bronder answers. 

"Good work." Fury comments. "You can give me the 
details on the way there. Excuse me for a minute while 
I speak with the local police and make sure that you 
three are free to leave." 

After speaking with the police and the prisoners for 
another half an hour, the SHIELD director joins you 
again, "They're letting you go for good behavior, but 
remember. I can send you back any time," Fury jokes. 

As you leave the police station and walk toward 
Fury's air car, the director says. "The HYDRA guard 
you captured said that the raid you were supposed to 
be on was to capture Viper at Freedom Flight's political 
headquarters in Philadelphia." 

"With tank crews?" you ask. "Isn't that a little heavy 
handed, even for HYDRA?" 

Fury nods. "Especially considering Viper wasn't 
even there. Just before I left New York. I had a report 
that she was trying to sell a rocket to a Freedom Flight 
member in a secret cellar beneath Freedom Flight's 
former headquarters on Staten Island. There was some 
sort of fight over money. Viper escaped, but Blacklash 
was shot by the would-be customer. He's in intensive 
care, so he isn't talking Just yet." 

"But If Viper doesn't know that, she could be plan- 
ning to change her base right now," you figure. 

"That's right." Fury agrees. "All the more reason to 
get going right now." 

Him to 40. 

33 Viper fires her gun just as your shield comes spin- 
ning toward her. Though the weapon's energy blast 
cannot harm the disk, it is sufficiently powerful to 



deflect it. Your shield crashes to the ground and the 
energy beam charges toward you. 

You feel as though your chest is on fire. Subtract 6 
points from your Health. You see the beam disintegrat- 
ing as the weapon's power pack wears down, but It's 
hard to convince your body that the force Is gone. It's 
bard Just to breathe. 

If you have 10 or fewer Health points, you must make 
an Endurance FEAT by rolling one die and adding the 
result to your Endurance ability. If the total is 8 or less, 
turn to 160. If the total is 9 or more, or if you still have 
more than 10 Health points, turn to 55. 

Your tactic isn't totally successful. You duck 34 
quickly, eind Nltro's exploding fist knocks his partner 
back, but you are not fast enough to avoid the brunt of 
his attack. Your head is ringing from the shock wave, 
and a searing heat travels across your neck. Subtract 6 
from your Health point total. 

Furthermore, you now find yourself entangled in 
Blacklash 's gravity bola, and you are being dragged to 
the ground. 

Make an Endurance FEAT by rolling one die and add- 
ing the result to your Endurance. If the total Is 10 or 
less, turn to 90. If it is 1 1 or more, move on to 122. 



After binding your ankle, you rise and begin 35 
carving footholds In the slick wall with your shield. In 
light of your Injury, climbing and balancing is so diffi- 
cult that you do not succeed in the first three attempts. 
You sit in the mine shaft for a moment taking deep 
breaths. The cool air seems to invigorate you. Sum- 
moning your strength for a fourth time, you finally 
manage to scramble to the top. 

After a brief rest, you test your ankle. Ifspainful. but 
not useless. You limp determinedly down the tunnel, 
leaving Viper's phantom staircase behind. 

TUm to 100. 
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36 You slam Into Nitro, knocking him away from the 
door. Surprised, the exploding super villain does not 
react immediately, and so you get another chance to hit 
him. 
Him to 45. 
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Yanking your shield out from the pocket on the 37 
back of your shirt, you charge toward the HYDRA com- 
mander. His rifle shot rattles harmlessly against your 
shield, and his eyes widen as it finally dawns on him 
who you really are. 

Make an Endurance FEAT by rolling one die and add- 
ing the result to your Endurance ability to knock down 
your foe. If the total is 9 or less, turn to 212. If It is 10 or 
better, turn to 43. 



Your shield bounces off the robot's ankle with 38 
no apparent effect. Fortunately, just as the mecha- 
noid's blades slash down at you, you catch your shield 
on the rebound. As you raise it over your head to block 
the robot's deadly blow, you realize that now you must 
dodge or risk being hit by one of the robot's other fiend- 
ish appendages. lUm to 64. 



By noon, the military Jet commandeered by 39 
Nick Fury has landed at Pittsburgh's Allegheny 
County Airport. You are greeted at the gate by 
SHIELD'S regional director for the area, Sylvia 
Chansler. 

"I'm glad to he able to give you some good news, 
Colonel Fury," she begins. "We caught Blacklash— 
Mark Scarlotti— less than ten minutes ago." 

"Congratulations. How did you manage that?" Fury 
asks. 

"Luck mostly. We posted a lookout within minutes 
after your phone call, and we spotted Scarlotti coming 
out of the Incline's lower station, in civilian dress. With- 
out his costume, he couldn't give us too much trouble. 
He was heading for the Pirates game at Three Rivers 
Stadium." 

"Very good," says Fury. "If Viper gave him the day 
off, it's likely she isn't expecting us." 

"Unless she's planning on leaving him behind," you 
suggest. 
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"You might be right." the head of SHIELD agrees. 
*'Are you prepared. Chansler?" he asks his regional 
director. 

TUm to 17. 




40 You hop Into Nick Fury's SHIELD alrcar with 
Agents Bronder and Hoffman and he lifts off from the 
street toward Philadelphia International Airport. 

"Oh. Cap," Fury adds, "thought you'd like to know 
Just one other little piece in this puzzle that we've man- 
aged to fit in." 

"What's that, Nick?" you ask. 

"Constrictor's part. We found out from one of the 
other captured HYDRA agents that Constrictor was the 
one who told HYDRA that Viper had stolen the rockets 
they had coveted for themselves." 

"How did Constrictor know?" 

"It seems sometime last week Constrictor was at the 
Curtis Supply Warehouse, and he overheard Viper and 
Blacklash trying to intimidate someone into buying 
one of these rockets." 

"What was Constrictor dohig there?" 

"Stealing something on consignment for HYDRA," 
Fury answers. 

"Which explains why he was so elusive about what 
he knew," you say. "Well, at least he had the good sense 
to involve me in it and not just leave it up to HYDRA." 

"I'll second that," Agent Hoffman comments. 

"I'll third it." Agent Bronder adds. 

TUm to 186. 




You know you need to put this robot out of 41 
action, but you'd like to keep from losing points by 
destroying it. Without further hesitation, you fling 
your adamantium shield at the robot's left ankle. 

lb attempt this FEAT, roll one die and add the result 
to your Shield ability. If the total is 19 or less, turn to 
38. If it's 20 or 21, turn to 125. If it's 22ormore, tumto 
SO. 



You decline the sergeant's advice about seeing 42 
a doctor. You don't think anything is broken. You Just 
feel a little stiff and sore from being smashed about. 

Donning a fresh uniform, you walk back to investi- 
gate the ruins of Freedom Flight's former headquar- 
ters. TUm to 9. 



You crash into the HYDRA agent, and he slams 43 
into the wall, his rifle clattering on the floor. Agent Hof- 
fman retrieves it. Add 2 to your Karma points for 
defeating this high-level HYDRA operative. 

You check on the other HYDRA guard In the room, 
who met more than his match in Agent Hoffman. He'll 
be out for a while, you note. TUm to 92. 

Your target is standing too close to the rocket. 44 
causing your shield to bounce off the missile's curved 
surface without hitting Blacklash. Startled, the villain 



44 



45 



looks up with a shout. 

You just have time to scoop up your shield as Black- 
lash pulls out his whip. It lashes across the adaman- 
tlum disk with a loud crack. 

TUm to 73. 




45 Nitro backs away from you, his eyes starting to 
glow— an indication he is about to explode! Even 
though this will give Agent Bronder a chance to use her 
Nltro-buster, you would prefer to take the villain out 
before he can cause any damage. 

You aim a kick at his midsection. Make this Fighting 
FEAT by rolling one die and adding the result to your 
Fighting ability. If the total is 13 or less, turn to 59, if It 
is 14 or more, go to 183. : ^ 

46 You don't quite clear the expanse of the chasm, 
but you manage to grab hold of the opposite ledge— Just 
barely! After hauling yourself up to the top you take a 
short breather before continuing. Soon, you come to a 
region where the walls are better shored up. They 
begin to look smooth and polished, as though they 
were cut out by some special technology not yet in gen- 
eral use. 



"This must be some of Viper's excavations," you 
decide. 

Then you come to a staircase leading up. Make an 
Intuition FEAT by rolling one die and adding the result 
to your Intuition ability. If the total is 10 or less, turn to 
13 1. If It 11 or more, go to 196. 

Now that you are committed to the game, you 47 
feel good about agreeing to play. You learn something 
from every team practice session and teach others at 
the same time. Add 1 Karma point to your total. 

A melodic tone sounds, signaling the start of the con- 
test. Wasp immediately shrinks to a near-invisible half- 
an-inch high as Namor rushes forward heedlessly. You 
are pleased to see that Captain Marvel shows more cau- 
tion and Inspects the walls first. Still, one can't be too 
cautious. 

"Time to get our feet wet, CM.?" you say. 

"Is that what the Sub-Mariner is doing?" your part- 
ner says with a giggle as several nozzles, shooting jets 
of flame, spring from hidden panels in the floor, block- 
ing Namor's path. Gasping in surprise, the Atlantean 
backpedals to avoid the fiery fountain. 

Your amusement is cut short, however, as you spot a 
basketball-sized sphere drifting down from the ceiling. 
You recognize the sinister, high-pitched whine emanat- 
ing from the sphere as a force-field barrier— something 
that could trap both you and your partner. 

"Heads up, lady!" you shout, pointing at the object 
hovering toward your partner. "Standing still isn't safe 
either!" you warn her as you leap aside to avoid capture 
by the force field. 

Out of the comer of your eye, you spot several tiny, 
weighted squares of mosquito netting dropping from 
the celling. You hear the Wasp growl as she resumes her 
full size In order to throw off one of the insect-size traps. 

A walst-hlgh wall pops up from the floor. Just as you 
are vaulting over it, you notice that something very tall 
has emerged from a door in the side wall and that the 
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very tall something is quickly closing in on you. T^ng 
a defensive crouch, you hurriedly study this potential 
foe. It's a seven-foot, metal-plated robot, bristling with 
gleaming, razor-sharp appendages! 

Attempt an Intuition FEAT by rolling one die and 
adding the result to your Intuition ability. If the total is 
10 or less, turn to 182. If it's 1 1 or more, turn to 70. 



40 Commander Wright dodges your charge at the 
last moment, and you go flying off the edge of the tank. 
Overhead you hear the sound of rifle fire, and a second 
later the HYDRA leader comes crashing down from the 
tank, shot dead. 

For a sickening moment, you think Agent Hoffman 
might have killed him instead of trying to capture him 
alive, but you spot Hoffman, still on the floor of the 
warehouse, locked in hand-to-hand combat with the 
other veteran HYDRA agent. Emerging from the hatch- 
way of the opposite tank is a new HYDRA operative. He 
had probably been aiming at you before you took a 
dive. Instead he hit his own leader— ruining your 
chance to learn if Commander Wright knew the loca- 
tion of Viper's secret base. 

TLimto61. 



49 As you leave the building with Agents Hoffman 
and Bronder, a SHIELD alrcar drops down in front of 
you. The director of SHIELD, Nick Fury himself, 
alights, greeting you with high spirits. "We just cap- 
tured Blacklash," he tells you, "He was helping Viper 
sell a rocket to Freedom Flight tn Staten Island, and got 
himself shot." 
"By Aaron Gress?" you ask. 

"Yes, Mr. Gress got angry when Viper wouldn't show 
him a rocket without him showing her the cEish first," 
Fury confirms. "Blacklash is in intensive care and 
won't be talking for days. What do you have for me?" 
he asks his agents. 
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"Viper's secret base is in Pittsburgh," Agent Bronder 
answers proudly. 

"Well. then, let's get to the airport before she breaks 
camp, says Fury. "You coming. Cap?" 

"I wouldn't miss it," you declare 

TUm to 40. 




Quickly slipping from behind the comer of the 50 
building, you take careful aim at Blacklash and heave 
your star-emblazoned shield in his direction 

Make a Shield FEAT by rolling one die and adding the 
result to your Shield ability If the total Is 21 or more 
turn to 155. If the total is 19 or 20, go to 135. If it is les^ 
than 18, turn to 44. 



You swerve your car into the opposite lane just 5 1 
as a bright light flashes from the tank. You hear a shell 
explode behind you as you speed past the armored 
vehicle. Once beyond it. you know it will never be able 
to catch you. 

"Do you think he was Just trying to signal you to turn 
off your brights?" Agent Bronder Jokes. 

"I think he was trying to turn off my brights perma- 
nently, you answer. 

TUrn to 133. 



"First. I thought you'd be interested to know " 52 
Nick Fury begins as soon as you are seated in his office 

K'?" ^"ir^Jl^^ ^'P^"" yesterday She sent 

him to AUantic City for some mission, and he got tired 
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of taking orders. Chucked his teleporter ring. Then we 
caught him. The only thing is. he can't tell us much. He 
says he never knew where he was, since Viper would 
only let him In and out via the teleporter. 

"At least we have one less super-powered hireling to 
worry about where Viper's concerned," you note. 

"True." Fury replies. "Unfortunately, the big worry is 
enough. There were six hundred rockets on the ship- 
ment Viper hijacked from Uncle Sam. And she wasn t 
the only one after them. HYDRA was trying to get hold 
of them, as well, but she stole them out from under 
their nose." „ , 

"It's hard to say which would be worse, you reply, 
thinking of the damage the world crime syndicate HY- 
DRA could do with the rockets, since their ultimate 
goal is also to rule the world. 

"Yes But HYDRA would have sold most of them over- 
seas, and we know most of HYDRA's customers. Viper's 
quite mad. You never know what she'll do next," Fury 
answers. "She's been convincing all sorts of people to 
buy these rockets— people you wouldn't think of as fa- 
natical or violent, until of course they use their pur- 
chases. Viper seems to be trying to start a civil war, and 
with those rockets, we could have as big a mess over 
here in America as they have in places like Beirut or Ire- 
land or Central America.* ' i 
"Yes. I see. She's hoping to topple the government in 
the resulting chaos, and maybe even seize control. So 
what's your lead?" you ask. 

"We know HYDRA's been trying to get the rockets 
back from her. They attacked Freedom Flight's head- 
quarters in Philadelphia this morning thinking she 
would put in an appearance there, but HYDRA's real y 
slipping these days. Viper was at Freedom Flight s old 
headquarters on Staten Island, making a deal in a se- 
cret basement stronghold. The deal went sour, though, 
and Blacklash got shot. He's In Intensive care and 
won't be talking for a few days." 
"And you're afraid Viper will escape before then. _ 
"Or HYDRA will attack her base. They've put it off 
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only long enough to recruit a minor army. So I got two 
of my agents recruited yesterday. They were supposed 
to learn Viper's base. HYDRA sent one of them on this 
Freedom Flight assault this morning. The commander 
of the mission went bananas when Viper didn't show 
up. He threatened to shoot everyone in sight, so my 
man had to blow his cover to stop him." 

"That explains why no one was answering the phone 
at Freedom Flight." you note. 

There is a knock on the door and at Fury's command 
a young man in a SHIELD uniform comes in. The man 
looks a little battered and very worried. 

"Cap. this is Ken Hoffman. The agent I Just men- 
tioned. His partner is still undercover at HYDRA, work- 
ing as a computer technician, and we need you to get 
her out," says Fury. 

"Ibm to 108. 



You land easily on the roof of the other tank and 53 
give the HYDRA commander a quick push. He Joins 
Laura and his fellow HYDRA agent on the floor of the 
warehouse. You leap down after him, trying to grab him 
from behind. Make a Strength FEAT by rolling one die 
and adding the result to your Strength. If the total is 8 
or less, go to 32. If it is 9 or more, proceed to 71. 



When you awaken, you find yourself lying in 54 
an ambulance. A woman in a SHIELD uniform is 
administering an intravenous drip into your arm. 

"What happened?" you moan. 

"Cap? It's me, Nick," a voice says. 

You have a hard time separating the images of two 
faces, that of the strange woman and a more familiar 
man's face—the face that goes with the voice. 

The woman moves away from you, and slowly your 
eyes manage to focus on Nick Fury, the director of 
SHIELD and a longtime friend and associate. 

"We found you near a blown-up warehouse." 
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"Viper," you manage to whisper. 

"Viper was there?" Fury asks. 

"No," you shake your head. "Her henchmen— 
Blacklash and Nitro. They had a rocket. It's getting 
harder to talk," you whisper. 

"The nurse gave you something for the pain. Cap," 
Fury tells you. "You rest now. Don't worry. We'll get 
Viper and her flunkies." 

As you drift back into unconsciousness, you wonder 
whether Fury and SHIELD will really manage to defeat 
Viper and her plot, whatever it is. 

Your adventure ends here. You know now who your 
enemy is, and you may begin again, subtracting 1 from 
your initial Health total and 1 from your initial Karma. 



55 "1 can't let Viper win this. Bronder and Hoffman 
have their hands full with Blacklash. If Viper gets past 
me, we're all dead." 

You find the strength, just barely, to lunge for your 
female foe, StarUed, Viper falls back and activates her 
teleporter ring. 

"I WILL destroy you. Captain," she hisses as the glow 
begins to surround her. "It's only a matter of—" and 
she disappears. 

TUm to 127. 



50 An idea occurs to you. and you ask Agent Bron- 
der, "Have you checked under Madame HYDRA?" 

"Well, no. But Viper heisn't gone under that name for 
ages." , 

"No, but an organization with the arrogance of 
HYDRA may not want to admit in their own data banks 
that she's renounced her allegiance to them." 

"You have a point there," Bronder admits. "I'm going 
to turn in. Say good night to Ken for me." 

After eating, you and Agent Hoffman also leave the 
festivities behind and head back for your dorm rooms. 

The next morning, after an early meal somewhat 
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more austere than last night's dinner, training con- 
tinues. 

After less than an hour, six men, including you and 
Agent Hoffman, are separated from the main group. 
You, fortunately, are allowed to remain in your "Turtle" 
costume, in deference, no doubt, to your skill, but the 
others are given HYDRA uniforms to dress in- 
complete with masks. 

Then you are taken to the windowless minibus In the 
underground garage, where Agent Bronder is already 
waiting. Also dressed in a HYDRA uniform, she Is car- 
rying her mask. As soon as she is sure you have seen 
her, she puts the mask on. All seven of you are loaded 
onto the minibus. You, Hoffman, and Bronder squeeze 
into the back seat together. 

Amidst the hubbub of speculation among the other 
newly hired HYDRA agents. Bronder manages to whis- 
per some information. "Madam HYDRA's secret base is 
In Pittsburgh, Pennsylvania, under something called 
the Incline," 

"Good work," Hoffman whispers back. 

"Hey, I owe It to the TUrtle here," Bronder admits. 
"You were right about where I'd find Viper listed— 
under Madame HYDRA ." 

"So where are we going?" you ask. 

"According to the computer— some assault in Phila- 
delphia, but that's all it would tell me. I had the com- 
puter pick my name for a tank crew." 

"That's what I call a computer error." Hoffman mut- 
ters, "What do you know about tanks." 

"What's to know?" Bronder asks. "You put the pedal 
to the metal, and the tank goes forward over anything 
in the way." * 

"Oh, brother." 

"I thought it would be easier for us to get away from 
this little group than from the training base." Bronder 
whispers, indignant. "We might even want to figure 
out what HYDRA'S up to in Philadelphia." 

"Good thinking," you say. 

"If I get a vote in this," Agent Hoffman interjects. "I'd 
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like to leave before HYDRA gives her a tank to play 
with." 

If you want to make your escape as soon as possible, 
since you already know the location of Viper's secret 
base, turn to 2. If you'd rather stick around to find out 
what HYDRA is up to, turn to 176. 

57 Your shield hits the robot Just as you had 
planned, knocking the mechanical creature to the 
floor, where its deadly arms continue to thrash about. 
You feel safe from the creature now, since it appears 
unable to right Itself and follow you. Add 1 Karma point 
to your total for not damaging the robot. 

You are not so lucky with your shield, however. It has 
rebounded away from you at an awkward angle, allow- 
ing Wasp to catch it in midair and toss it out of your 
immediate reach. 

If you think you'd better retrieve the adamantium 
disk in case you need it again, turn to 18. If you'd 
rather race ahead without your shield before the com- 
puter sends something else after you, turn to 145. 

58 You, pause on the bottom step. The SHIELD 
agents behind you wait patiently. 

"If we climb much higher, we'll be above ground." 

"What's the map say?" Bronder asks. 

"We went off the edge of that several minutes ago," 
you inform her. "We're in Viper territory now. TUrn ofT 
your flashlights for a moment." In the dark, you can see 
that all the steps from the center of the stairway up 
glow in the dark. Climbing the lower steps, you turn 
your light back on to investigate more closely. You 
touch the first glowing step with your shield. The 
shield goes right through. 

"It's a holographic projection." Lying down, you 
plunge your head through the light image and Investi- 
gate what lies beneath. It's a smooth, round pit about 
fifteen feet deep, 
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Agent Bronder's head appears next to yours. "There 
aren't any snakes. I thought pits were supposed to have 
snakes." 

"It doesn't always have to be snakes, Laura," her 
partner says, sighing. 
"It is in the movies." 

"Let's keep going, Indiana Bronder," you chuckle. 
TUrn to 154. 



Nitro is far swifter than his age would warrant, 53 
and he retreats agilely from your attack. Before he can 
explode, you dodge behind your shield. 

The shock wave from Nitro *s attack— his whole body 
discorporealating in a huge release of energy— throws 
you across the loading dock. Your unwUUng flight is 
stopped the hard way by the side of a truck trailer. Sub- 
tract 10 points from your Health. If your Health is or 
less, your adventure ends here. 

If you are still functioning, make an Endurance FEAT 
by rolling one die and adding the result to your Endur- 
ance ability. If the total is 9 or less, go to 65. If the total 
is 10 or more, move on to 12 1. 



\bur luck falls you as you creep closer to Black- 6 
lash. You step on a broken piece of glass, and your 
quarry looks up, startled by the crunching sound. 
Blacklash freezes for just a moment as he recognizes 
you. Then he regains the presense of mind to reach for 
his whip and shout for his partner. TUrn to 73. 



SHIELD takes care of mopping up the ware- D I 
house after Agent Hoffman calls them on the minibus 
radio. 

Nick Fury informs you that HYDRA was wrong about 
Viper being in Philadelphia that morning. "She was on 
Staten Island with Blacklash trying to sell a rocket, but 
the Freedom Flight member she was trying to sell it to 
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got into an argument with her and shot Blacklash. He's 
in intensive care. Hopefully we'll be able to get some- 
thing out of him soon." 

Unfortunately, it is a week before Blacklash is able to 
talk to SHIELD. By the time he gives you the location of 
Viper's secret base, the villainess has fled. You take 
some consolation, however, in the fact that there are no 
more domestic incidents reported involving rockets. 

Later in the month, Agents Hoffman and Bronder 
inform you that apparently HYDRA got the rockets 
from Viper, after all. and the crime syndicate has been 
selling the missiles overseas. SHIELD has been able to 
recover a few because HYDRA is generally easier to 
track than Viper. Of Viper's whereabouts, they haven't 
a clue. 

"Just once I'd like to capture her," you sigh. 

"You still might get a chance someday," Agent Hoff- 
man answers. 

"And we'd like to be there when you do." Agent Bron- 
der adds. 

Your adventure ends here. You may begin again, sub- 
tracting two from your Initial Karma total for losing 
Viper and the rockets. 




62 While you are waiting for Freedom Flight's ofRce 
to open, you dress as Steve Rogers and have breakfast 
in a local diner. Reading the morning paper as you eat 
your breakfast, you notice, an article burled in the back 
of the paper that reports tiiat Nitro has been captured 
by the authorities in Atlantic City. 

That should cramp Viper's style a httle, you think. / 
wonder if Nitro 's volun teering any information ? 

Later, again in your Captain America costume, you 



climb the steps to the run-down townhouse that 
houses the organization known as Freedom Flight. You 
are aware of all the faces at windows along the street, 
watching you. You don't have to knock on the door, it is 
opened the moment you reach the top step. 

A middle-aged man, as harmless-looking as Mr. Cur- 
tis, stands before you with his hand out. 

"Captain America." the man greets you as you shake 
his hand. "This is a great honor. I'm Kurt Gress. Wel- 
come to Freedom Flight's new headquarters." 

Mr. Gress ushers you Into the building's front room. 
A map and some travel posters of Latveria hang on the 
walls. Cardboard boxes full of files are stacked along 
the floor. An old desk, a table, and some folding chairs 
are the only furniture. There is one telephone. 

"Are you the only staff member here, Mr. Gress?" 

"The rest are upstairs sleeping. We worked so hard at 
cleaning the place up and moving into it yesterday that 
we didn't hear the news about our old headquarters 
untfl the evening. Then everyone stayed up arguing." 

"Arguing?" 

"Well, discussing it. It was really quite shocking. We 
never thought they would go that far." 
"Who?" 

"The Latverlan Secret Police, of course." 

"The rocket was launched from a warehouse belong- 
ing to Steven Curtis." 

"Naturally. He's one of their tools— him and his Peo- 
ple's Choice." Mr. Gress spits the words out with dis- 
dain. 

"Mr. Curtis claims he isn't responsible. He doesn't 
impress me as a man of violence." 

"He didn't impress me that way either," Mr. Gress 
admits. "But Aaron had him pegged. I guess. Aaron 
said Curtis would try something underhanded. Uh— 
Aaron, that's my cousin. He's the reason 1 helped start 
this group. See, my father came here from Latveria. I'm 
second-generation American, but my father's brother 
stayed in Latveria. His son, my cousin Aaron, just 
escaped from there last year." 
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"1 see. Is your cousin here now?" 

"WeJJ. no. He had some business to finish up In New 
York. He'll be here by tonight." 

"Mr. Gress, Mr. Curtis claims he was framed because 
he refused to purchase certain weapons from a terrorist 
known as the Viper. It's reasonable to assume the Viper 
might offer you a similar deal so you can strike back in 
retaliation." 

"That's nonsense. We are not a terrorist organiza- 
tion. Captain America. We do not espouse violence. 
Currently we are only trying to get the U.S. Govern- 
ment to put pressure on the Latverlans to free political 
prisoners and grant due process of law to its citizens. Is 
that so unreasonable?" 

"No, Mr. Gress. But the question is: did your organi- 
zation's argument last night involve changing your 
means of attaining those goals in view of the destruc- 
tion of your original headquarters?" 

"Even If It did. I can assure you that as long as I am 
the head of this organization we will not be resorting to 
the enemy's tactics." 

"A very noble speech, Kurt." a woman with a thick 
accent says from the hall doorway, "but maybe you'd 
better take a look out the window." 

"We're doomed!" another voice cries. 

About six other members of Freedom Flight come 
running down the hall stairs and line up behind the 
woman in the doorway. They all look anxiously toward 
their leader, Kurt Gress. 

You run to the window with Mr. Gress. Outside, a 
modem armored tank is rumbling directly toward you! 

Yanking Mr, Gress away from the wall, you push him 
in the direction of his fellow Freedom Flighters just as 
the tank comes crashing through the building with its 
gun aimed right at you. 

"lb the back exit, quickly!" you shout over the near- 
deafening sound of falling bricks and plaster. 

But it is too late to escape . Two armed men enter from 
the back room, and two others crawl in from the hole 
made by the tank. You are surrounded. 
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Even more astonishing Is the nature of your attack- 
ers. They are all masked and dressed in the green uni- 
forms of HYDRA, an International criminal organ- 
ization dedicated to world conquest. What does 
HYDRA have to do with all this? you wonder. 

A HYDRA commander steps forward brandishing his 
rifle menacingly. "So , . . Captain America, Freedom 
Flight— you are all prisoners of HYDRA. Where is she?" 
he barks. 

"Who?" Mr. Gress asks, obviously confused. 

"Don't act stupid! Viper— where is she? We know 
she's here, Gress- her, her rocket, and your five grand. 
Hand them over immediately." 

"I don't know what you're talking about," Gress 
replies, looking clearly bewildered. 

The HYDRA leader knocks Mr. Gress back with the 
butt of his rifle. "Don't make me angry. I shoot people 
when I'm angry." 

"Be reasonable," you tell the HYDRA leader. "Would 
they be conducting an illegal purchase In front of me?" 

The HYDRA leader does not stop to think about that. 
Instead he answers, "You, Captain America, you would 
shield her, thinking your stupid legal system could deal 
with her. We will deal with her. HYDRA will punish 
her." The pitch of the man's voice goes up an octave. He 
sounds hysterical. 

"For what?" 

"For robbing us," the HYDRA leader shouts, "and 
trying to incite violence In our territory. The woman is 
mad, you know." 

You nod, but refrain from adding that the HYDRA 
leader doesn't seem the least bit sane, either. 

"If you don't turn her over immediately, I'm going to 
shoot someone!" the commander screeches. 

"But she isn't here." you insist. 

"You're lying!" 

"Just a minute," one of the other H'TORA agents 
says. "I think Cap's right. These people wouldn't be 
buying weapons from Viper right under his nose, 
would they?" 
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The HYDRA agents all stare in astonishment at the 
agent who Just spoke- Before they can react further, 
you grab the HYDRA agent nearest you and send him 
sprawling back through the hole in the wall. When you 
look up, you find that the HYDRA agent who took your 
side has taken out his own partner with a rifle butt. 

Unfortunately, the HYDRA leader has Mr. Gress up 
against the wall and is aiming his rifle at the leader's 
midsection. 

"1 knew you were a double agent, Hoffman!" the 
HYDRA leader screams at the other HYDRA agent. "I 
loaded your rifle with blanks. Now. don't move, or 1*11 
shoot this fool £uid then all of you." 

From the wild way your attacker is swinging his rifle 
about, you suspect that he may shoot someone any- 
way. You must act quickly to get him out of the action. If 
you want to try to take him out with a flying kick, turn 
to 180. If you think you'd be better off trying to grab at 
him and his gun. turn to 16, 



63 Your shield catches the guard on the side of the 
head, and he collapses in a dizzy spin. The other guard 
raises his weapon in your direction, but Agent Bronder 




surprises him by squirting him in the face with the selt- 
zer hose from behind the bar. 

Jumping over the bar. you lay the guard out next to 
his friend with a quick right cross. Agent Bronder grabs 
his rifle as you retrieve your shield. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 5 or less, 
move to 1 18. If it is 6 or better, turn to 10. 

"Sorry. Gotta run," you Joke to your unappre- 64 
dative mechanical opponent as you tuck your body 
into a roll, preparing to somersault past it. It fails to 
respond to your humor. 

Make an Agility FEAT by rolling one die and adding 
the result to your Agility ability. If the total is 10 or less, 
turn to 138. If it's 1 1 or more, turn to 1 12. 

For several moments you fight a growing dark- 65 
ness. These two kids are counting on me. / can 't pass 
out now. 

Finally your vision clears and you are able to draw a 
full breath of air. Tbo late! While Agent Bronder's full 
attention is on scooping NItro's gaseous form into her 
vacuum cleaner, Blacklash has taken aim at her back 
with his whip. 

TUrn to 130. 



Viper jerks a dart out from her weapon's belt. 66 
You know she keeps these tiny missiles coated with 
lethal snake venom! As she prepares to jab you with the 
weapon, you roll away and grab up your shield from 
the floor beside you. The dart smashes harmlessly 
against the adamantium disk. 

"I have to put an end to these tricks." you resolve. 
Make a Fighting FEAT by rolling one die and adding the 
result to your Fighting skill. If the total is 13 or less, 
move on to 163. If it is 14 or more, turn to 84. 
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Something about the voice of your anonymous 
caller is very familiar. 

"Look, ya gotta trust me. It Isn't a trap or anything," 
the man's voice whines, and suddenly you know 
exactly who he Is. 

"It had better not be. Constrictor," you reply, for the 
caller is none other than Frank Schlichtlng, eilias the 
Constrictor, a dangerous super villain you have fought 
with before. 

But there have also been a few occasions when Con- 
strictor has helped you— though usually for his own 
selfish reasons. 

"Sheesh, what are you? Psychic? Did you have to say 
my name?" Constrictor complains. "Suppose some- 
one's tapped the phone?" 

"Keep cool. Constrictor." you urge. "If someone tried 
that, I'd know. Now, suppose you tell me what this is all 
about?" 

"I don't know all that much about it— but she's 
Involved In it." 
"Who?" 

"Her. Viper." Schlichtlng whispers as though he's 
afraid someone will overhear him on his end of the line. 

You can't blame him for being afraid. "Viper?" you 
echo the name in a whisper yourself. A shiver races up 
your spine, for the Viper is one of your most deadly and 
vicious enemies. Obsessed with power, she has become 
an international terrorist determined to destroy the 
United States. 

"Yeah, Viper," the hood repeats. "I'm only telling you 
because I know she's crazy and someone's gotta stop 
her. 

"What's she up to?" you query. 

"I don't know exactly. I only know something's 
gonna happen at that warehouse tonight. Something 
about the rocket's red glare. Don't ask me what that 
means, "cause I don't know. Just stop her." 

"How do you know about the warehouse?" 

"I'll have to take the fifth on that quesUon. Thist me. 
huh?" 



"Where can I reach you?" you sigh. 

"Don't bother trying. I'm taking a trip— far. far away. 
If she finds out I got you onto her, I'm dead meat. Good 
luck. Flagman." 

There is a click on the phone as your informant 
hangs up. 

"I suppose there's a chance Constrictor is on the 
level. Better safe than sorry," you say with a sigh, 
"especially where Viper's concerned." 

lUm to 14. 



You grab at the HYDRA leader's rifle, but his 68 
grip is too strong. He manages to turn the gun toward 
you and fire. 

Pain shoots through your leg as your opponent 
pushes you back out of his way. Subtract 2 from your 
Health points. 

Thinking of the civilians you must protect, you fight 
the feeling of shock sweeping over your body. You must 
make an Endurance FEAT by rolling one die and add- 
ing the result to your Endurance. If the total Is 8 or less, 
turn to 73. If It is 9 or more, move on to 207. 



Agent Bronder fires her own rifle over the head 69 
of the HYDRA fledgling who tried shooting you from 
the other tank. He ducks back inside the tank. 

"Better stay in there!" Bronder shouts. 

Agent Hoffman finishes his own sparring partner off, 
tossing him into the side of a tank. He takes hold of 
Commander Wright while you remove your TUrtle cos- 
tume, revealing your true uniform and making it possi- 
ble for you to retrieve your shield. 

"Why'd it take you so long to polish off that one?" 
Bronder teases her partner. 

"He was tough," retorts Hoffman. "What are you still 
doing on the ground?" 

"I sort of wrenched my ankle a little." 

"That was pretty stupid." 
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"Not as stupid as the two guys In that tank trying to 
make a get away," Broader sighs, pointing to one of the 
tanks as It rumbles toward the unopen garage door. 

"They don't move very fast, do they," you note wryly. 

"Oh, look," Bronder laughs as the other tank starts 
following. "Their pals have got the same Idea." 

"Better give SHIELD a call from the minibus," you 
suggest to Agent Hoffman. 

"Where should I tell them they're heading?" 

■'I don't think they know," Laura snickers. "We've 
captured the only three HYDRA agents who were famil- 
iar with the mission or how to run the tanks for that 
matter." 

"Maybe I should stop them before they cause any 
damage, or hurt themselves," you say. 

"No! Look! They've discovered reverse," Bronder 
gasps as the first tank backs up Into the one behind it. 
The treads lock against one another. 

Once you and the SHIELD agents have exhausted a 
chuckle from their predicament, you send Agent Hoff- 
man to call SHIELD, while you tie up the three HYDRA 
officers. 

The hatch of one of the tanks opens and a head peeks 
out. Agent Bronder fires another warning shot, shout- 
ing, "You stay in your room until we say you can come 
out." The hatch closes Immediately. 

"They may figure out how to operate those cannons," 
you say. 

"That would be Interesting," Bronder comments. 

You help Bronder into the minibus and then load 
your prisoners aboard. Agent Hoffmem pulls the mini- 
bus out of the warehouse just as SHIELD arrives. Add 3 
to your Karma points for "capturing" the tanks from 
HYDRA and keeping them from attacking Freedom 
Flight, 

The SHIELD reinforcements, under the direction of 
Nick Fury, take charge of the tanks and your prisoners 
when they arrive. 

"You were right about the HYDRA commander," he 
tells you after interrogating the prisoners. "He knew 
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the Viper's hideout all right, and he cracked like a nut. 
Apparently he's been under a lot of pressure to capture 
the Viper." 

"Considering what usually happens to HYDRA 
agents who fail," you reply, "that's understandable." 

"Yes. Ironically, he wouldn't have caught her here 
today anyway. She wasn't at the Freedom Flight's Phil- 
adelphia headquarters, she was at their old headquar- 
ters on Staten Island. Blacklash was with her. and he 
got shot by Aaron Gress of Freedom Flight— the guy 
lost his cool when Viper wouldn't sell him a rocket on 
credit. Blacklash is In Intensive care." 

"But Viper escaped?" you ask. 

Fury nods. "And we're afraid she may be considering 
moving her base, in case Blacklash wakes up and talks. 
But we know where she Is if we hurry." 

"Where's that?" 

"Someplace you already know. Her secret base Is a 
complex hidden beneath the Incline in Pittsburgh, 
Pennsylvania. You fought there with the Avengers, I 

believe." 

"Yes. It will be good to see the place again, under the 
circumstances." 

"Well, then, let's get to the airport pronto," Nick sug- 
gests. 

lUm to 40. 




Like a mechanical Grim Reaper, the robot 70 
moves forward, its curved-blade arms thrashing back 
and forth, threatening to cut down anything or anyone 
in Its path. Since the other three Avengers are all able to 
fly, you realize that you alone are vulnerable to this 
monster's attacks. 

Tfearing your eyes away from the robot's weapoiuy of 
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hacking machetes, twisting daggers. Jabbing spears, 
and slashing swords, you concentrate Instead on the 
robot's feet. Those Just might be its Achilles ' heel, so to 
speak, you think, noting that the robot's feet move just 
as a person's would, but without the protection of flesh 
about the ankles. 

If I can Just break the joint or Jam something into it, 
you think, 7 may be able to immobilize the robot with- 
out damaging it too severely. The only thing you have 
at hand to Jam the robot's ankle is your shield, and you 
know that getting your shield back after tossing it close 
to the floor will be a tricky maneuver, but if you believe 
it will prove successful, turn to 41. If you want to try 
throwing your shield higher so you will be more likely 
to catch it on the rebound, turn to 182. 



You are still a little dazed, and your reflexes are 
unable to compensate for a sudden movement away 
from the terminal that Viper makes. Your shield misses 
her by inches, but smashes into the computer termi- 
nal, sending sparks flying. 

Viper gasps and whirls around, firing a hand laser 
pistol at you! An explosive sensation covers your chest 
as the weapon's beam sears through your costume and 
armor. You must subtract 6 from your Health points. 

If you are out of Health points, your adventure ends 
here. 

If you are still healthy enough to go on, turn to 2 13. 



I wonder why this basement is so small . . . unless 
Freedom Flight's members really were frightened of 
Latverian secret police, if there is such a thing, you 
think. In which case, they may have had some sort of a 
secret escape exit. 

Searching along the walls of the basement for some 
structural peculiarity that would indicate a secret 
panel, you spy a portion of the wall that does not meet 
the floor. A draft blows out from behind the wall. 
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What have we here? you wonder. Feeling along the 
bricks, you discover one that is loose. Pushing it causes 
a section of the wall to swing back. 

"Freeze!" afem&le voice shouts from the other side of 
the secret door. 

Peering Into the darkness beyond, you can discern 
the figure of a man and a woman, both with pistols 
aimed at you. 

"Laura!" the man says urgently, lowering his gun 
and pushing his partner's down. "It's Captain Amer- 
ica." 

The man flicks a light switch to reveal a room fur- 
nished with a desk, chair, and cot. A phone sits on the 
desk. There is a closed door in the back of the room. 

"Well, he looked like Blacklash through that tiny 
peephole," the woman squeaks, offended. 

"Blacklash has a ponytall crest on his helmet, and he 
doesn't carry a shield," the man chides. 

"At least I know the difference between Latveria and 
Latvia," the woman mutters, sinking onto the cot. 

"Excuse me," you interrupt, "but you seem to have 
me at a disadvantage." 

"Oh, I'm sorry," the man responds. He hands you an 
ID folder. "Ken Hoffman, SHIELD. This is my partner, 
Laura Bronder." 

"Pleased to meet you," you answer. 

"I was so sure he was Blacklash." Agent Bronder 
mopes. 

"What are you doing here?" you ask. 

"I imagine the same thing you're doing— checking 
out leads on the Viper," Agent Hoffman says. "Colonel 
Fury said you'd been involved in the Curtis Warehouse 
affair." 

"Nick Fury certainly is well informed." you note, 
marveling at the efficiency of the director of SHIELD, 
who is a long-time friend and associate. 

"We caught Nitro this morning. He told us he ran into 
you last night," Hoffman explains. "Apparently he got 
fed up with working for Viper and quit her. She didn't 
trust him with any information, though. He didn't even 
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know the location of her hideout, but he claims he 
eavesdropped on a conversation she had with Black- 
lash. Supposedly, Viper's meeting someone In this 
secret complex tomorrow to sell them a rocket." 

"Yes, it fits," you say, nodding. "But where is she get- 
ting these rockets?" 

"She hijacked them from Uncle Sam," Hoffman 
explains. "Six hundred of them. She's selling them to 
all sorts of people— as long as they have a grudge that's 
political in nature." 

"She'll start a civil war!" you exclaim. 

"Several," Agent Bronder mutters. 

"And no doubt scrabble for power in the ensuing 
chaos," you guess. 

"You know her methods well." Hoffman comments. 

"Unfortunately, yes." you reply. 

Suddenly, the phone on the desk rings. Without hesi- 
tation, you answer it. "Hello." 

"Good morning, Mr. Gress," a female voice greets 
you. You recognize the voice immediately. It's Viper! 

"I trust," the woman on the other end continues, 
"that last night's demonstration was sufficient to con- 
vince your peoplelhat they were in need of the greater 
protection one of my rockets can afford you." 

"Quite," you reply tersely to disguise your voice. 

"You have the money?" 

"Yes." 

"Then I'll be there in ten minutes." 
"I need more time ,' ' you argue . 
"Look, I haven't time for games. If you want the 
rocket, be there, alone, with the five grand." 
TUm to 190. 
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Blacklash's whip isn't your only problem now. 
Behind you, you can hear Nitro approaching. / can 'f 
take on both of them at once, t must try to finish off 
Blacklash. If I engage him hand-to-hand, close up, his 
whips will be less effective. 

With a running leap, you launch yourself at Black- 
lash, lb summon the power to charge him successfully, 
make an E/ndurance FEAT. Roll one die and add the 
result to your Endurance ability. If the total is 9 or less, 
turn to 83. If it is 10 or more, proceed to 142. 



Summoning a burst of strength, you grab for 
Agent Bronder's hand and scramble up the ladder. You 
strap yourself in as the SHIELD agent lifts the helicop- 
ter off the roof of HYDRA'S secret base. 

Using one hand to pilot the craft, she presses a clean 
handkerchief against your shoulder wound. 

"I can get that," you say holding the makeshift ban- 
dage tight. 

"You okay?" she asks. 

"Just fine," you declare. 

Hum to 89. 



You are losing your battle against the shock 
caused by your wound, but just as you begin to black 
out, you notice with relief that the HYDRA commander 
is fleeing the room. 

When you come to, you are In a more familiar place— 
a private hospital room in SHIELD headquarters. Hov- 
ering over you is the anxious face of Nick Fury, the 
director of SHIELD. 

"You gave us quite a scare there. Mister." The gruff, 
former Army colonel smiles. "How are you feeling?" 

"A little groggy," you admit. "I guess I'm not as invul- 
nerable as I thought." 

"The doctors say you'll be up in no time— on 
crutches for a few weeks, but up in no time," Fury says, 
trying to cheer you. 
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"That double agent working with HYDRA? Was he a 
SHIELD agent? What was he doing at Freedom Flight 
headquarters?" You have more questions than you can 
ask In one breath. 

Fury sits down next to you. "Yeah, Hoffman Is one of 
my boys. He weis working undercover. We'd heard a 
rumor that HYDRA knew Viper's whereabouts. We've 
been trying to locate Viper ever since she stole the ship- 
ment of rockets that she's been trying to sell. HYDRA 
won't tell us anything because they want to deal with 
her themselves and get hold of the rockets." 




"But Viper wasn't at Freedom Flight," you note, puz- 
zled. 

"No. But they thought she would be. Evidently 
they'd tapped into Viper's phone lines and heard a Mr. 
Gress arranging to meet her this morning." 

"That must have been the other Mr. Gress— Kurt 
Gress's cousin Aaron Gress— at the old headquarters 
on Staten Island," you surmise. 

"Yes. That's what we figured out. When we Interro- 
gated Nitro this morning, he clued us in on the fact that 
Viper was selling a rocket there. Nitro had run off from 
Viper because he didn't like taking orders from her. But 
he couldn't tell us anything about her headquarters. 
He claims he never really knew where it was because 
he only came and went via her teleporter." 

"So what happened at the real rendezvous site?" you 
ask. 

"Well, we got there a little late. Viper was gone. Aaron 
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Gress lost his temper when Viper wouldn't sell him a 
rocket on credit, so Blacklash got rough, but Gress had 
a gun hidden on him and shot the hoodlum. Viper left 
Blacklash behind. He's in intensive care now. By the 
time he wakes up to talk, Vlper'U probably be gone. We 
confiscated the rocket, but the HYDRA leader who shot 
you escaped, so now we have no leads on Viper." 
"I'm sorry, Nick." 

"It's not your fault. You saved a lot of lives today. 
Besides that, you've inspired a new public relations 
team to help combat Viper's schemes." 

"I don't understand." 

"According to Aaron Gress, Viper was selling these 
rockets real cheap. So money was not her motivation. 
We suspect she wanted to stir up trouble among all the 
different political groups in the country." 

"And try to take over In the ensuing violence and 
chaos. Typical. So how have I Inspired this PR team?" 

"Well, if you feel up to visitors, I'll show you." Nick 
Fury ushers two men into your room— Kurt Gress of 
Freedom Flight and Steven Curtis of People's Choice of 
Latveria. 

"Have you two settled your differences?" you ask in 
surprise. 

"Well, no," Mr. Gress admits. "I still think Victor Von 
Doom is a tyrant—" 

"You want another corrupt puppet like King Zorba?" 
Mr. Curtis snarls. 

"PLEASE, gentlemen," Nick Fury breaks in to 
remind them, "you were supposed to give Cap the g^ood 
news.'* 

"Sorry." Mr. Curtis mutters. 

"Excuse me," Mr. Gress says. "What we meant to say 
is that we don't hold each other responsible for the 
rocket incidents, and that even though we disagree, we 
will not allow ourselves to be manipulated by this Viper 
woman Into using violence against one another." 

"Yes," Mr. Curtis agrees. "And we are going to give a 
press conference together to warn other political 
groups about her." 
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"Thank you. both of you." You smUe. "That will be a 
great help." 

"We have to leave now," Mr. Gress announces. 
"We're filming our announcement for the evening 
news at the B^ch Institute." 

"What's that?" you ask. 

"It's sort of a museum celebrating the variety of eth- 
nic cultures that have contributed their heritage to 
America," Mr. Gress explains. 

"And their different ideas? Very appropriate," you 
say. "Good luck." 

After the two men leave, you turn again to Nick Fury. 
"It looks like we've lost the Viper, though." 

"But if others listen to Curtis and Gress," Fury 
replies, "we may just file her fangs down a bit." i 

"Let's hope so," you agree. 

Your adventure is over. You may begin again, sub- 
tracting 1 point from your initial Health total and I 
point from your Karma for losing Viper. 




Your new phony super-villain costume Is green 
like those of HYDRA's minions, with a large pocket in 
the back of the shirt, where you can hide your shield. 

"You can tell them it's armor to protect you from 
being shot in the back." Agent Hoffman suggests, tap- 
ping on the hump your shield makes on your back. 

"I feel a little like a turtle," you admit. 

"The Sinister TUrtle." Agent Bronder jokingly dubs 
you. 

"Once you Impress HYDRA with your fighting, they 



72 



flTon't care if your name is Dr. Seuss," Nick Fury com- 
ments. "Just be sure you don't impress them too much 
or they're liable to get suspicious." 

You and Agents Bronder and Hoffman take a taxi to a 
large, supposedly abandoned, warehouse where the 
HYDRA recruitment tryouts are being held. In the cen- 
ter of the warehouse eire a few mats where all muscles- 
for-hire must go a round against some HYDRA goon to 
demonstrate their fighting skills. Exactly as Nick Fury 
suggested, you refrain from showing off all your talent. 
Nonetheless, you manage to impress the HYDRA 
agents who are Judging the battles. 

After you've had your turn, you watch Agents Hoff'- 
man and Bronder take theirs. You can tell they've both 
trained under Nick Fury and learned a lot from him. 
Like you, they must hold back some to keep from look- 
ing too good. They join you when they are finished. 

A HYDRA agent with a clipboard walks up to you. 
"You three together?" he asks. 

"Depends," you reply. Fury's orders were that nei- 
ther of his agents was to take the assignment alone, but 
if only two of you were chosen, the mission would con- 
tinue. 

"Hmm," is the HYDRA agent's response. "You two 
guys are in," he says, pointing to you and Hoffman. 
"You ever type on a computer, honey?" he asks Agent 
Bronder. 

"1 want to fight," Bronder says through clenched 
teeth. 

"Look, hon, data entry pays just about the same, and 
it's a lot safer. Tkke it or leave it." 

Agent Bronder's face clouds over with annoyance, 
but Just as the HYDRA agent is ready to walk away, 
Bronder says in a disappointed tone, "I'll take it." 

"Good decision, come with me. You two guys, get in 
that truck by the loading dock." 

"She didn't look too happy," you say. looking at 
Agent Hoffman. 

"I know. She's a great actress," Hoffman says quietly. 
"What a lucky break. This way we won't have to sneak 
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into hydra's computer complex." 

"You really think she'll be able to locate Viper's base 
from HYDRA'S computer? HYDRA's technology is 
extremely advanced," you point out. 

"Laura could make a computer sit up and beg. She'll 
find it." 

"Then it will be up to us to see that she gets out 
safely," you reply. 

HYDRA locks you, Hoffman, and al! the other hire- 
lings in a windowless truck trailer and drives all of you 
to their own secret headquarters. You can tell you are 
headed roughly south, deeper into New Jersey, but you 
cein't get a better fix on your position, even after the 
truck doors are finally opened, because you are in an 
underground garage. 

"Gee, Tbto," Agent Hoffman jokes in a whispered 
voice, "this doesn't look like Fort Dix." 

"No. but we can't be too far away from it," you reply, 
marveling at the arrogance HYDRA must possess to 
station themselves so near a U.S. Army base. You 
nudge Hoffman and indicate with a nod of your head a 
windowless minibus from which seven women, includ- 
ing Agent Bronder, are debarking. 

"The gang's all here," Hoffman mutters. 

You and Agent Hoffman spend the rest of the day 
training in HYDRA's private little army gymnasiums 
without windows. The exercises are grueling and 
repetitive, but nothing you aren't used to. 

Finally, an announcement is made that the work day 
Is over. Ajfter assigning you to a dorm room and giving 
you a chance to clean up, HYDRA guards lead you to 
several large adjoining lounges. Within, there are bars 
serving free drinks, and banquet tables covered with 
food. Rock music is piped into some of the lounges for 
dancing, while there are televisions, pool tables, and 
video games in others. You notice some women already 
inside. 

"Ah. the wages of sin." Agent Hoffman murmurs for 
your hearing Sone. "I'm going to rush the food— I'm 
starving. Coming?" 
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"Grab me one of tho&e corned beef sandwiches; I'm 
going to look for Laura," you answer. 

It takes you a while, milling through the press of peo- 
ple, but you finally spot Agent Bronder surrounded by 
some of your fellow hired thugs. 

"Yoo-hoo, Hirtle," she calls out, managing to push 
through her would-be suitors to your side and look 
charmingly up at you. 

You hear one of them mutter, "What is it about those 
costumed types that attracts dames so much?" 

"Where's Ken?" Agent Bronder asks. 

"Eating," you reply. 

"Figures," Bronder sniffs. 

"We had a long hard day. A man needs something to 
keep up his strength." 

Hanging on your arm and keeping her voice low, she 
says, "Well, I've been cracking through top-secret data 
banks all day, and the thought of food right now turns 
my stomach. D'you know they have a file on you 420 
pages long?" 

"I suppose I should be honored." 

"I just don't understand it. The computer's given me 
the names of half the honchos in charge of this opera- 
tion, but I can't get a single line on Viper." 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 5 or less, 
turn to 151. If it is 6 or more, go to S6. 

Once you are outside the Avengers Mansion, 77 
you climb wearily onto your customized Harley- 
Davidson motorcycle. Your wound still smarts. 

You cycle through town until dusk, but nothing unu- 
sual comes to your attention. Nothing nags at you but 
the pain of your wound. Finally, at the end of the day, 
after you've pulled your Harley-Davidson into your 
customized van parked behind Avengers Mansion, you 
remove your helmet and collapse, exhausted, onto the 
built-in cot. "I'll only lie here for a minute." you assure 
yourself. 
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Make an Endurance FEAT. Roll one die and add the 
result to your Endurance ability. If the total Is 8 or less, 
turn to 209. If it is 9 or more, turn to 99. 



Laura Bronder's face falls and Ken Hoffman 78 
looks clearly worried when you decline their assist- 
ance, but they escort you to the mine entrance you 
jiave chosen, and wish you luck before they head back 
to their own stations. 

It takes a while for your eyes to adjust to the dim 
beam of the flashlight after being out In the sunshine, 
but with a photocopy of Agent Lamb's map you pro- 
ceed through the mine tunnels swiftly enough. 

Agent Lamb's doubts about his map's accuracy Eire 
well founded. You come to an unmentioned place 
where the floor drops away in an unmarked shaft 
down. The hole cannot be skirted, so you back up to get 
a running start to leap over it. Make a Strength FEAT to 
leap across the hole. If your total is 8 or less, turn to 
149. If it is 9 or more, turn to 46. 



Your shield slams Into Viper, and she crumbles 
to the ground. You leap to her side and bend over her, 
seeking to recover her teleport ring before she revives. 
Once you get that off her finger, you begin disarming 
her. 

Just as you are unbuckling the villalness's weapon 
belt. Agent Bronder screams your name from the next 
room. 

Grabbing your shield, you dash in to discover Agent 
Bronder pinned under the artificial force generated by 
Blacklash's gravity bolo, and unable to aid her partner. 
Across the room, Blacklash has Hoffman wrapped in a 
necro-Iash, a special whip through which Blacklash 
can channel a deadly jolt of electricity. On seeing you, 
however, the super criminal lets go of this weapon, 
allowing his victim's body to collapse on the floor. With 
lightning speed, Blacklash reaches for a second metal 
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whip that he has converted into nunchaJtus— oriental 

"Blacklash," you growl, "If you think you're going to 
stop me with those sticks, you're sadly mistaken." 

You charge for your foe. Make an Endurance FEAT by 
rolling one die and adding the result to your Endurance 
ability. If the total is 8 or less, turn to 187, if it is 9 or 
more, go to 94. 

80 Your shield lodges perfectly in the ankle joint of 
your mechanical opponent, but the robot takes another 
step toward you, and a machete slashes within an inch 
of your chest. 

You are ready to leap to avoid a blood bath when 
there is a terrible screeching sound as the robot's foot 
shears off of the pin holding its leg. The robot loses Its 
balance and keels over helplessly. Your shield pops out 
of the broken joint like a slice of bread from a toaster. 

Thor's hammer couldn't have returned more 
smoothly, you think, smirking with satisfaction as you 
catch the disk. 

Add 2 Karma points to your total and turn to 178. 

8 1 You catch the guard in a headlock. but your hold 
is not tight enough to keep him from jabbing you in the 
leg with his weapon— a stun gun that delivers a strong 
electric shock. You must subtract 2 from your Health 
points. 

You are paralyzed momentarily, but Agent Hoffman 
kicks the weapon from the guard's hand before he can 
use it again. 

"Come on, Laura!" Hoffman shouts to his partner. 
"We haven't got all day." 

Agent Bronder gives the last HYDRA recruit a shove 
backward and hops out of the bus. You and Agent Hof- 
fman climb out behind her. forcing the HYDRA guard 
to come with you. 

TUmtoSa. 
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You tackle Nitre hard and he goes over the edge 
of the loading dock, with you right on top of him. When 
you get up, he does not. 

Nudging the unconscious exploding man with her 
toe. Agent Bronder sighs, "Now I'll never know if my 
Nitro-buster works." 

Just as she stoops down to check Nitro's pulse and 
breathing, you see that Blacklash has crept up on the 
two of you and Is now aiming one of his steel whips at 
the SHIELD agent's back! 

"Look out!" you warn, grabbing the woman and 
shoving her out of range of the whip that comes slash- 
ing down where she stood only a moment ago. The 
weapon raises sparks along the pavement, and Black- 
lash closes in on the two of you, a whip poised in each of 
his hands. 

"I've been waiting for this rematch. Captain Amer- 
ica," the villain says. 

"Love to lose, don't you, Blacklash," you taunt as you 
whip your shield in his direction. Make a Shield FEAT 
by rolling one die and adding the result to your Shield 
ability. If the total Is 18 or less, turn to 98, if it Is 19 or 
greater, turn to 170. 



Though you knock into Blacklash, you only 
succeed in pushing him back several yards, and now 
you are in even better range of his whips. One of them 
cracks painfully across your knees. Subtract 6 from 
your Health point total. 

Apparently impatient to finish you off, Blacklash 
retracts his whips and approaches you with his gravity 
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bola— a weapon with an artificial gravity field that 
could easily drag you to the ground if its owner man- 
ages to entangle you in it. 

Worse, Nitro is right behind you. Probably thinks 
he's sneaked up on me, though I could hear him across 
the yard. I've got to time this Just right, you think. 

Make an Agility FEAT by rolling one die and adding 
the result to your Agility ability. If the total is 12 or less, 
turn to 34. If it's 13 or more, move on to 188. 

84 This Is no time to treat a lady kindly. You land a 
right cross on Viper's chin and she slumps to the 
ground. Quickly, you remove her teleporter ring so she 
can't get away. 

'IUmto2l5. 

85 You launch yourself feet first at the HYDRA 
leader, but he too is skilled at combat. In one smooth 
movement, he ducks and twirls around, firing at you 
with his rifle. You know you've been hit as you crash to 
the floor In pain. Subtract 4 from your Health points. 

If you have 10 or more Health points, move on 207. If 
you have fewer than 10 Health points, you must turn to 
75. 



You can't wrest the rifle from the gusird's grip, 
and he manages to fire the weapon, though It is no 
longer aimed. A bullet grazes your leg. You must sub- 
tract 2 points from your Health. 

You are still able to knock the guard off balance, slam- 
ming him against the floor by knocking his legs out 
from under him. He lies still. His partner flops down on 
top of him, stunned by a karate chop from Agent Bron- 
der. She retrieves the rifle as you pick up your shield. 

If your Health has dropped to or less, you are in no 
shape to continue on, and your adventure ends here. 
If you are still okay, turn to 118. 
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Your timing is off by Just a second, and though 87 
the robot wobbles for a moment, it remains upright and 
advances toward you. Catching your shield on the 
rebound not a moment too soon, you use it to ward off 
the deadly weaponry slashing down on you. You know 
that you'd better dodge out of the way before the robot 
turns you into hamburger. 

Hirn to 64. 



You creep toward the Viper with every muscle 
tensed. So much depends on capturing her. You think 
of all the destruction she has caused, the number of 
times she has tried to kill you. ... A piece of broken 
glass crunches beneath yovir foot. 

Viper spins about with her weapon raised. You can 
see that it is no ordtaary gun, but instead, a deadly 
energy-beam generator. 

Just at that moment, Blacklash cries out behind you, 
no doubt surprised to find that the figure underneath 
the ladder is quite active. You hurl your shield in 
Viper's direction. 

Make a Shield FEAT by rolling one die and adding the 
result to your Shield ability. If the total is 18 or less, 
turn to 33. If it is 19 or more, go to 197, 

The night air Is exhilarating. You enjoy watch- 89 
Ing the lights below you recede into pinpoints. Bronder 
holds the copter in a hover for a minute, 

"Hadn't you better move away before they give chase 
in the other chopper?" you suggest. 

"If they try chasing us in that, they'll be landing 
quickly and wearing out their Keds running beneath 
us," Bronder predicts. 

"You know a lot about helicopters?" you ask. 

Bronder nods. "Colonel Fury's been training me, but 
I've got to confess— I haven't got my pilot's license yet." 

"I'll have to slap your wrist after we land," you tease. 

TUm to 133. 
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9Q You are unable to fight Blacklash's weapon. 
Pinned to the ground by the bola. you are at the mercy 
of your foes, and they show no mercy. Pummeled ruth- 
lessly by the two villains, you quickly lose conscious- 
ness. 

You awaken from one nightmare into another. You 
are bruised and bloodied from the merciless beating 
you took while you were unable to defend yourself. 
Whatever your Health points were, they are now at 
exactly 10. 

But the worst part of this too-real nightmare Is the 
face leering over you. With a painful gasp, you recog- 
nize the face of your archenemy. 

"Viper!" You automatically try to struggle to your 
feet, but you realize that you are restrained to a table by 
steel straps. 

Viper's attractive face is distorted by a hateful sneer 
and the shade of green lipstick she wears. "Welcome, 
Captain America." she laughs. "I must admit, I am 
impressed. My plan is only in its initial stages, and 
already you've stuck your shield in where it doesn't 
belong. However do you do it?" 

You pull yourself together enough to speak, hoping 
that your bravado will encourage Viper to become care- 
less so you can leam her scheme and be better pre- 
pared if you can escape. "Still as mad as ever, Viper? 
Playing with rockets now, are we?" 

"Not exactly. Captain. 1 let others play with the rock- 
ets. My role is simply to sell them. What I want to know 
is how you found out where we'd be operating from last 
night." 

"A little birdie told me," you reply, determined not to 
give up your source and put him in danger. 

Viper sneers. "We'll find out eventually, my red. 
white, and black and blue prisoner. We'll find out ev- 
erything you know about our plan. Then we'll make 
you part of it. Won't that be amusing? Captain America 
helping to destroy his own country! " 

"Your schemes have always failed in the past. Viper," 
you retort. 
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"Ah, but this time I'm going to let America destroy 
itself. Then you will see how dangerous your precious 
liberty and justice for all can be." 

"You're babbling. Viper." you taunt. 

"Am 1? We shall see." 

You shudder as Viper leaves the room. Him to 19 1. 
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91 It only takes you a few hours to drive down to 
Philadelphia, but by the time you arrive. Frank Sch- 
lichting, alias the Constrictor, has already checked out 
of the Liberty Hotel. 

The hotel clerk tells you he left in a big hurry looking 
frightened, but he paid his bill. 

"Frightened of whom, I wonder?" you say aloud. 
And then think to yourself, I should check out Freedom 
Flight while I'm down here. If Viper tried to sell a rocket 
to the PLC, she may have tried to sell one to Freedom 
Flight, too. i 

Since Freedom Flight's new headquarters keeps reg- 
ular business hours, you will have to wait until morn- 
ing to check them out. You spend the night sleeping in 
your van. Add 1 back to your Health points. TUm to 62. 



92 "Let me see that wound," Agent Hoffman de- 
mands, pressing a clean handkerchief against your 
flesh to stop the bleeding. 

One of your former prisoners hands him a first-aid 
kit, and in a few minutes the SHIELD agent has ban- 
daged you expertly. Add I to your Health points. 

"Looks good. Thanks," you say. 

"You're very welcome," says Hoffman. 

TUrn to 147. 



93 Your shield bounces off the robot's chest with a re- 
sounding clank and lands some distance behind you. 
Undamaged, the robot closes in on you, and the tips of 
its two machete arms slash through your costume, 
scraping against the steel mesh tunic you wear be- 
neath it. 

You make a quick backward dive toward your shield 
as a spear releases from your foe's arsenal and hurls to- 
ward you. With a quick roll, you manage to avoid the 
full impact of the weapon, but it shaves a layer each of 
your costume and skin from your arm. 

Subtract 5 from your Health points. You may not sub- 
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tract any of this damage from your Karma. 

The robot proceeds to close in on you menacingly, 
but a flash of light streaks toward it and then through 
it. Captain Marvel appears over you. "You all right. 
Cap?" she inquires. Behind her, you can see the robot 
spinning about In confusion. Its command signals no 
doubt scrEimbled by your partner. 

"Just a flesh wound to the arm and a blow to my 
pride," you answer, picking up your shield as you stand 
up. TUm to 175. 




the ground, nearly on top of Agent Bronder. As you 
struggle to pin the villain's arms down so he cannot 
activate his teleporter ring, you hear a hissing noise by 
your side. Blacklash ceases his struggles and goes 
limp. 

Still entangled In the bolo. Agent Bronder withdraws 
an automatic hypodermic from Blacklash's arm and 
pulls the criminal's teleporter ring from his finger. 

"Good work," you compliment her, lifting the gravity 
bolo off her and leaving it over Blacklash. 

"Hey, down, but never out," she smiles. She moves 
Immediately to her partner's side. "Ken, are you 
okay?" she asks loudly, giving him a shake. 

I'Not now, Melanle." Hofiman mutters. 

"He'll be fine," Bronder announces. ; 

"Who's Melanie?" you ask. 

"I'm sure I wouldn't know," Agent Bronder sniffs. 
Suddenly she freezes. "Did you close Viper up in 
there?" she asks, pointing to the door to the smaller 
room, which Is now shut. 

"No. She must have come to." You turn the doorknob, 
but the door won't budge. 



85 



"She's barricaded herself in," Bronder says, smiling. 
"1 jammed that other door but good. What's she going 
to do, now? Dig her way out?" 

A muffled explosion reaches your ears. "She must 
have had something hidden in her boot," you guess. 
"She's probably made another hole to escape through." 

Agent Bronder helps shove on the door, but it doesn't 
budge an inch. 

"This is useless." 

The two of you rush for the metal ladder and climb 
out through the manhole, but by the time you reach 
the street, there is no sign of your prey. 

Several SHIELD vehicles pull up in front of you. and 
Agent Bronder orders some of them to start patrolling 
for Viper. "We each still have a teleporter ring," she 
points out. "Want to take a Uttle trip?" 

"Much too dangerous, young lady," says a familiar 
voice from behind. 

Turning around, you recognize Nick Fury, director of 
SHIELD. "I agree. Viper would have an ambush wait- 
mg for anyone foolish enough to try," you add. 

"I thought our paths would cross." Fury says as he 
shakes your hand. "Would you hand the rings over to 
Dr. Amey— quickly please," he says, pointing to a man 
In white lab coat waiting at the door to a van loaded 
with electronic equipment. 

You hand your ring to the scientist. Bronder does too, 
though somewhat reluctantly. 

"I just saw HYDRA drag Viper into one of their jet- 
copters, but I couldn't catch up to them. With any luck. 
Dr. Amey wUl be able to trace a signal from one of those 
rings, and we'll discover Viper's headquarters before 
HYDRA makes a deal with her," Fury infomis both of you. 

"HYDRA?" you ask. "What do they have to do with 
this?" , 
"Well," Nick Fury explains, "being an International 
crime syndicate that Is more than casually Interested 
In world conquest, HYDRA was after the same rockets 
Viper stole. They've been swearing they'd get even 
with her. and now she's their prisoner. She's In more 



trouble than she bargained for." 

"Got it. Colonel." Dr. Amey calls out. "Pittsburgh. 
The computer has the exact coordinates. Shall 1 relay 
the information to the local authorities?" 

"Yes," Fury answers. "With both Viper and Blacklash 
out of the way, taking her hideout shouldn't be too diifl- 
cult. Thanks for your help. Cap." 

"Yes." Agent Bronder echoes, "You were great " 

"You're both very welcome," you answer. "I'm just 
relieved that this rocket scam didn't get any further out 
of hand. Please remember, you can count on me when 
Viper gets out of HYDRA'S clutches and starts hatching 
another scheme." 

Your adventure Is over. You may begin a new adven- 
ture, adding 1 to your Initial Karma for having stopped 
Viper— if only for the time being. 

After binding your ankle tightly, you use your 95 
shield to create dents in the wall so you can try to climb 
out. But the pain from your Injury makes climbing and 
balancing exceedingly difficult. 

After attempting the cliff-like walls and falling from 
them three separate times, you realize it will take more 
energy than you are able to summon, and even if you 
succeeded, you would have no strength left to battle 
the Viper anyway. You sit down to wait. TUrn to 168. 

/ don 't want to lisk losing my shield Just yet. I 96 
may need it. 

Tb sneak up on Blacklash, make an Intuition FEAT 
by rolling one die and adding the result to your Intui- 
tion ability. If the total Is 10 or less, turn to 60. If it's 1 1 
or more, turn to 2 1 1. 

Your blow knocks the HYDRA commander 97 
down, and his rifle clatters across the floor. One of the 
prisoners has the presence of mind to pick It up and 
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hold It on his former captor. Add 2 to your Karma 
points for defeating the HYDRA commander. 

You watch as Agent Hoffman polishes off the only 
other HYDRA guard in the room by tossing him out 
through the hole in the wall made by the tank. 
TUm to 123. 




98 Blacklash deflects your shield at the last moment 
by converting one of his whips into improvised 
nunchaku— oriental battle staves— and then smacking 
the disk aside. 

Agent Hoffman comes running out of the shadows 
and tackles the villain before he can smack his whip 
down on you. Blacklash manages to tumble away from 
the SHIELD agent, however, and a strange glow 
encompasses him. A moment later, the viUaln has dis- 
appeared. 

TUm to 26. 



99 You rouse yourself with a start just before you fell 
asleep. After attaching the portable computer terminal 
hidden in the bottom of your briefcase to the phone- 
link computer Interface built into the van. you key in 
your access code. In a moment, you are connected to 
the computer that answers calls to your nationwide hot 
line. The calls have been presorted for you by a volun- 
teer staff of amateur computer operators who call 
themselves Stars and Stripes. 
On the head of the list is a message that has been lett 
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four times— at fifteen, sixteen, seventeen, and eighteen 
hundred hours. The computer printout of the message 
reads, "1 must speak with you personally, not with this 
machine. I'll call back in exactly one hour." 

Checking your watch, you learn that it is nearly nine- 
teen hundred hours. Quickly you punch in a code num- 
ber that will allow you to listen in on and, if you desire, 
speak with, anyone calling the hot-line number. 

Exactly on the hour, someone calls and starts to 
deliver the same message to the computer recorder. 

It's a man's voice. Breaking In on it, you announce. 
"This is Captain America, not a recording. How can I 
help you?" 

"It's about time!" the caller replies rudely. "You gotta 
be at Curtis Supply Warehouse in Newark at midnight. 
You may see something of Interest." 

"If you don't give me more details, I'm not going any- 
where," you declare. 

Make an Intuition FEAT by rolling one die and adding 
the result to your Intuition ability. If the total is 10 or 
less, turn to 18S. If it is 11 or more, turn to 67. 



The passage begins sloping down steadily. 1 UU 
Then you spot them. The rockets! There are several 
hundred lined up in the passage. 

Hearing footsteps, you take shelter behind the mis- 
siles. Ahead you hear a familiar voice—imperious and 
harsh— the Viper's voice. 

"Keep up the transferences until you are no longer 
able. Don't you dare stop for a mhior thing such as gun- 
fire," the villainess says. 

Peeping from your hiding place, you see she is speak- 
ing to two underlings struggling under the weight of 
one of the rockets. As the three figures head down the 
corridor, you stalk behind them. They come to a junc- 
tion. The men with the rocket turn left and the Viper 
goes right. 

If you try to stop the men sending the rockets off, you 
Will lose the Viper, £uid that you do not feel you should 
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risk. If she gets away now, she will still have several 
rockets available, but If you capture her, she won't be 
able to use any of them. 

At the junction, you fervently wish there were two of 
you. You must subtract 1 from your Karma points as 
you allow the men transferring the rockets to continue 
unchallenged. You follow Viper down the right-hand 
corridor. 

TUm to 173. 



101 You decide to rest the extra day. so you turn in 
early and get another good night's sleep, which does 
you a lot of good. Add 2 more to your Health points. 

You call the Liberty Hotel in Philadelphia, only to 
learn that Mr. Schlichting checked out suddenly last 
night. "I would have missed him even If I'd driven 
down last night," you console yourself. 

You also try ringing Freedom Flight's new Philadel- 
phia headquarters, but no one picks up the phone on 
the other end. That's strange, you think. Well at least 
now I'll get ahead of my sketch deadlines. 

After one more peaceful day at the drawing board, 
you feel a lot better. Add 4 more back to your Health 
points. 

Tbward evening, you are impatient to begin tracking 
Viper. "I just hope the trail's not cold." 

Just as you are about to drive your van down to Phil- 
adelphia to see what's going on at Freedom Flight 
headquarters, your phone rings. It's Nick Fury of 
SHIELD. "Glad I caught you. Cap. I was afraid you'd be 
out of town." 

"I was just leaving, but I suspect the trail may be cold 
by now." 

"In that case, maybe you'd consider giving us a hand 
with this Viper thing. We've got a lead that takes us to 
HYDRA, and we could use someone like you." 

"I thought you'd never ask, Nick." 

"Great. Meet me here at SHIELD headquarters in one 
hour,'* 
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I wonder what he's found out? you ask yourself, as 
you head your van back toward New York City. Well. I'll 
find out soon enough. Him to 198. 



You are startled by a snarl from the Sub- 
Mariner, and your aim is thrown off by a fraction of an 
inch. Your shield misses the narrow beam. 

Out of the comer of your eye, you can see Namor 
standing at his team's basket beside your own, still 
growling and shaking small red flecks from his hand, 
but you are more concerned with the path of your 
shield. The disk ricochets off the side wall and hurtles 
back toward you. There is no time to retrieve it before 
the energy beam strikes Captain Marvel. Him to 195. 



Your kick never lands on the commander. 
Rifle fire aimed at you hits him when you bend to wind 
up for your karate kick. The commander is knocked off 
the top of the tank by the force of the bullets, and you 
follow him down, bullets bouncing off the shield hid- 
den in the back of your costume. 

Hidden behind the tank, you can see Commander 
Wright is dead, shot by one of his own underlings atop 
the other tank. Now you will never leam if the HYDRA 
officer knew the location of Viper's secret base. 

TUmto 61. 




You grab Blacklash in a full nelson, startling 104 
him into dropping his necro-lash before he can Injure 
Agent Hoffman. 

"Get his teleporter ring!" you shout. Blacklash strug- 
gles futilely as the SHIELD agent yanks at the wide 
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band set with a huge crystal. 

With the loss of this escape route, Blacklash's strug. 
gling ceases. 

After freeing his partner from Blacklash's gravity 
bolo, Agent Hoffman gives the villain a taste of his own 
medicine by wrapping him in the powerful weapon. 

With Blacklash weighted to the floor, the three of you 
are free to interrogate him. 

"Haven't you got more important things to do than 
hound me?" the criminal asks you. 

"More important, Scarlotti!" you reply in astonish- 
ment, addressing Blacklash by his real name. "You 
don't seem to realize the trouble you've caused, the 
trouble you're in." 

Scarlotti shrugs as well as he can in his predicament. 
"So I've helped a few kooks blow each other up." 

"With rockets stolen from the U.S. Government, 
scuzball," Agent Bronder snarls. 

"Big deal," Blacklash yawns. 

"Viper is pushing these rockets for a fraction of their 
worth, not to mention their black market value. 
Doesn't that suggest anything to you, Scarlotti?" 
Agent Hoffman asks. 

Blacklash looks at him blankly. 

"She's trying to turn this entire nation into a battle- 
ground," you explain patiently. "Do you have any idea 
what that would be like?" 

"Don't try to kid me. She hasn't got that many rock- 
ets," Blacklash argues. 

"She started with six hundred," Hoffman replies. 

"Six hundred!" Blacklash snorts, unbelieving. "She 
told me I'd have to make do with just one to analyze." 

"She's very frugal," Agent Hoffman replies, 

"So you have been helping her try to copy them, as 
well?" Bronder asks. 

Suddenly nervous, Blacklash turns his head away 
saying, "I want to talk to my lawyer. And I'm going to 
tell him you people haven't informed me of my rights 
yet." 

"We'll get you a lawyer, Scarlotti," Hoffman says. 
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"'The only thing is, we haven't decided what we're 
going to be charging you with yet." 

"Tferrorism or treason," Bronder adds. 

"That's crazy!" Blacklash shouts. "I haven't done 
either." 

"On numerous occasions. Viper has made known her 
intentions to destroy our nation, of which you are a citi- 
zen. Blacklash," you point out. "She's mad. What's 
your excuse?" 

"If I help you, you won't try pinning any of this trea- 
son stuff on me?" Blacklash asks. 

"Word of honor," Hoffman agrees. 

Blacklash looks at you for more assurance. 

"We don't want to hound you, Scarlotti," you insist. 
"We just want Viper. We need to know her secret base, 
and quickly, before she manages to move it." 

"Pittsburgh," Scarlotti answers. 

"The one spelled with an 'H,' in Pennsylvania?" 
Bronder asks. 

"Yeah. Under the Incline." 

"What's that?" Hoffman asks. 

"It's sort of like a cable car," you explain. "It goes up 
the side of Mount Washington." 

"How do you know these things?" Bronder asks, 
clearly impressed. 

"I fought in a battle there before, alongside the 
Avengers." 

"Care to fight a battle there with us, too?" Hoffman 
asks. 

"I'd be honored," you answer. 
TUm to 186. 



lb fight the effects of the hypnotic ray, you 
try to turn your head away from it, but it is as though 
your skull is held in a vice. Your determination, it 
seems, may not be enough. In another few moments, 
the only thing you see on the screen is the serpent stare 
pattern, indicating that Viper has erased the informa- 
tion on her customer list to keep it from SHIELD. 



93 



Coming closer to you, the Viper whispers in your ear, 
"I'm very sorry I can't take you with me. Captain, but 
it's too far for my teleporter ring to carry us both. I'n 
Just have to destroy you now." 

Unable to struggle, you watch in horror as Viper 
draws out a throwing dart from her equipment belt. 
You know she keeps these darts tipped with a deadly 
snake venom. Viper poises the dart at your throat and 
then draws it back, preparing to plunge it in deep, but a 
plasma beam fired right over your shoulder knocks her 
aside. 

A second heam shatters the screen and in a moment 
you are able to move again. Nick Fury stands beside 
you. his SHIELD weapon again Eiimed at Viper. 

Recognizing that she is outgunned, the villalness 
activates her ring and disappears. 

"Are you all right, Cap?" Fury asks holsterlng his 
weapon. 

"Fine," you answer. "Thanks," you add, nodding 
toward the floor where Viper dropped the venom dart 
she almost killed you with. "We lost her again." 

"Yes, but you distracted her attention from the rock- 
ets. Agents Hoffman and Bronder infiltrated her cargo 
teleporter room and kept any more of them from being 
transported away." 

"But she sold a lot of them, Nick," you reply. "And I 
couldn't escape the effects of her serpent stare while 
she erased her list of customers." 

"But we recovered the majority. Don't worry. We'll 
catch up to her eventually," Fury says. 

"Undoubtedly. She'll find we aren't so easily 
crushed," you vow. 

Your adventure ends here. You may begin again, sub- 
tracting 1 point from your inital Karma for what you 
have learned. 

106 You want to put this mechanical porcupine out 
of misery, but not destroy it totally "mking careful aim 
at the robot's shoulder, you wait for the moment when 



94 



one of its feet is off the floor, reasoning that this would 
be the best time to knock it off balance. 

Tb attempt this FEAT, roll one die and add the result 
to your Shield skill. If the total is 17 or less, turn to 87 
If it is 18 or 19. turn to 57. If It is 20 or more, turn to 
1B8. 




likely to come from Freedom Flight's members than 
the bumed-out shell of their old headquarters, you 
climb out of the empty basement. Your drive to Phila- 
delphia takes only a few hours, but Freedom Flight's 
new headquarters has already shut down for the day. 

You spend the evening working on sketches for 
Marvel Comics, and turn in early. After another night's 
sleep, you recover a little more from your last battle. 
Add 2 more points back to your Health. 

"lUmtoea. 

After being briefed by Nick Fury and Agent 1 08 
Hoffman on your HYDRA mission, you get a night's 
sleep— a restless night's sleep, but better than nothing. 
Add 1 to your Health points. 
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Very early the next morning, dressed In a phony 
super villain costume that hides your shield In the lin- 
ing of a cape, you show up at a secret HYDRA recruit- 
ment center that SHIELD learned about from an 
informant. Since HYDRA Is anxious to hire enough 
muscle to tackle Viper's secret base, they are not overly 
particular or careful about who they hire. 

You must fight with a few HYDRA agents to prove 
your skill, just as Agent Hoffman and his partner did 
two days ago, and then you are sent in a closed truck to 
a secret location somewhere in New Jersey where you 
are drilled as though you are a private in a semi- 
disciplined army. 

At the end of the day. Just as Agent Hoffman pre- 
dicted, you are given freedom to roam through the 
secret base's elaborate entertainment lounges. There 
you find a free food buffet, numerous bars serving free 
drinks, dance floors with piped in rock music, giant- 
screen televisions, video games, and pool tables. 

You aren't interested in any of these pleasures, how- 
ever. Though there aren't many women among the 
new fighting personnel, it Is difficult in the press of 
bodies to find the one woman you seek. 

Taking Fury's suggestion, you stay by the pool 
tables, and after nearly an hour, you spot your quarry. 
As she starts racking the balls on her table, you 
approach her, holding out a piece of jewelry Agent Hoff- 
man gave to you. 
"Excuse me, did you drop this, Ms. Bronder?" 
She looks up, prepared to give you a withering 
glance, but she sees what you hold. "My charm brace- 
let! I thought I left that in—" You can see the look of 
realization cross her face— that she left it in her locker 
at SHIELD headquarters and you must have come 
from there, "—in my room," she finishes. "Thank you," 
"You're welcome," you answer. 
"You play pool, Mr., er . . ." 

"They call me the Ranger," you Interject, using the 
code identity Fury helped you Invent to hide your Cap- 
tain America costume. 



96 



"Ranger," she repeats. "Laura," she introduces her- 
self. "I always was a soft touch for masked men." she 
smiles as she lays the cue ball down and prepares to 
break. 

On the pretext of showing her how to shoot 
straighter. you lean over her closely, whispering, "Your 
uncle is furious. He wants you to come home tonight 
even If you haven't got a present for him." 

"I got him a perfectly smashing present." Agent 
Bronder whispers back. After she sends the bUliard 
balls spinning across the table, she adds, "I Just can't 
get It mailed." 

"Well, you're in luck. I deliver twenty-four hours a 
day." 

"Not likely," she whispers, nodding toward the 
armed guards at every door, "unless you've got a Smith 
and Wesson fuU of silver bullets hidden in the folds of 
that cape." 

You shake your head. "Just my star-spangled 
shield," you whisper back. 

Agent Bronder's eyes grow quite wide. She gulps. "I 
guess my uncle must really care about me." 

You stick very close together, mostly shooting pool 
and dancing until HYDRA's midnight curfew. Then 
you sneak behind a bar as veteran HYDRA agents 
begin clearing the room. 

You remove the cape and retrieve your shield. "Put 
this on." you order, handing the SHIELD agent the 
cape. 

"It weighs a ton. Tfeflon shielding. I presume?" 
"Yes. Shh," 

You can hear the HYDRA guards patrolling by your 
hiding place. They are the only ones left In the lounge. 
After they check all the rooms, they turn out the lights 
and close and lock the main doors. 

"They'll look here again when security doesn't find 
us m our rooms," Agent Bronder warns, 

"We should be long gone by then," you whisper. 
When the lounge doors open and light floods the room. 
I know she was here, and I didn't see her leave," a 
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HYDRA guard mutters. "She was with that new 
Ranger guy all night." 

"She's just a secretary, isn't she? What kind of trou- 
ble could she cause?" his partner asks. 

"She's a computer operator, one of those hacker 
geniuses. What I heard was that she wanted to get in on 
the fighting, so she had the computer assign her to the 
tank corps. She and a sub-commander were the only 
ones to come back from a mission yesterday. They 
stuck her back in computers, but she's pretty suspi- 
cious if you ask me ." 

"Ah— you're just trying to make trouble for her 
cause she wouldn't dance with you." 

You can tell the HYDRA guards are searching more 
thoroughly now, looking behind the bars and under 
tables. At any moment they will discover you. You hear 
the sound of a bolt being pulled back on a rifle, so you 
stand up and hurl your shield toward the noise. 

Make an Agility with Shield FEAT by rolling one die 
and adding the result to your Agility with Shield ability. 
If the total Is 17, turn to 200. If it Is 18 or 19, turn to 15. 
If it is 20 or more, turn to 63. 




109 You move towsu-d the warehouse to And a 
phone to alert the authorities. A peculiar humming 
starts behind you. Spinning around, you are just In 
time to witness the disappearance of your captives. 
One moment they are silhouetted by an eerie glow of 
light, and the next they are gone without a trace. 

They must each have been wearing some sort of 
device so Viper could transport them away. If I had 
thought about it, I might have removed it. you chide 
yourself. TUm to 2 1. 
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Your shield crashes Into 'Viper's back, sljim- 110 
mlng her across the control panel so that she lands 
across several buttons at once. The serpent's stare pat- 
tern disappears, but the list of rocket buyers remains. 

Viper spins about with her laser pistol aimed at your 
middle, but you knock it from her grasp with a kick. 

If you want to grapple with Viper for her teleporter 
ring, turn to 203. If you think you should try to knock 
her out first, go to 66. 

As you stalk up on Viper, you are acutely 111 
aware of every molecule on the floor that might betray 
you with a noise. Your eyes change focus 
continuously— from your feet to the door and back 
again as you tiptoe to where you can see her. 

Clad in a green, skin-tight body suit, she leans casu- 
ally against the desk. Behind you, a resounding 
THWACK indicates that Agent Hoffman has caught 
Blacklash unawares. Viper spins about, sees you, and 
raises her gun— a dangerous-looking energy weapon. 

You hurl your shield at her. Make a Shield FEAT by roll- 
ing one die and adding the result to your Shield ability If 
the total is 18 or less, move on to 33. If it is 19, 20 or 21, 
proceed to 197. If the total is 22 or more, turn to 79. 

As you roll away from the hostile mechanical 112 
creature, several of its blades scrape along your shield. 
There is no damage, and you are unharmed. 

Once you are out of the robot's sight, the mechanold 
Ignores you and begins homing in on Namor. Not a 
moment too soon, you think, since the Atlantean has 
Just escaped the ring of fire in which he was trapped by 
smothering the flame with floor boards torn from the 
floor. 

You notice that, though Namor could simply fly away 
from the robot, instead he grabs angrily at one of its 
legs and hurls the metal creature into a wall, scattering 
its components about the room. TUm to 178, 
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113 You can't pass up this opportunity to capture 
Viper. Even if you miss her, which is a possibiUty, you 
can at least keep the HYDRA agents from harming any 
Innocent bystanders. 

You signal Agents Hoffman and Bronder to continue 
with the undercover mission, indicating by a nod that 
they are to follow the HYDRA commander's orders and 
get into the tanks. 

TUm to 189. 

114 You charge into Nitro. but he's a lot stronger 
than you expect, and he does not fall away from the 
door. The two of you brawl in the doorway. Nitro kicks 
you with an exploding foot. You must subtract 6 from 
your Health points. Hirn to 45. 

115 Viper aims a remarkable kick at your head, but 
you block it with one hand, knocking her off balance. 
She falls to the floor but rolls away from you expertly 

A second later, however, she shrieks! It is obvious 
from her expression that she is in great pain. 

You see, then, protruding from her shoulder, the 
venom dart she'd meant for you. 

You bend over her. removing the dart from her flesh. 
It was buried deep, "Hang on. Viper. SHIELD will have 
the anti-venom. We'll get it to you," you promise. 

"Don't be disgusting," Viper spits at you. Before you 
are aware that she is still capable of movement, she 
manages to activate her teleporter ring. She glows and 
disappears. 

Nick Fury runs into the Information center. "Are you 
okay. Cap?" he asks upon seeing you kneeling on the 
ground. 

"Just fine." 

"I heard a scream. What happened to Vtpet?" 

"I'm not sure." Quickly you explain to Fury how 
Viper fell on her own poisoned weaponry. "She didn't 
appear to be immune to the venom," you note. 
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"Maybe she had some anti-venom wherever she tele- 
ported to. I wonder if shell have the strength to admin- 
ister herself a dose." 

You point to the list on the display screen. "Viper 
claimed those are all the people she sold rockets to." 

"That's a terrific fmd!" Fury declares. "Hoffman and 
Bronder managed to sabotage Viper's cargo teleporta- 
tion room and capture most of the missiles. With this 
list, we should just about be able to tie this case up." 

You nod quietly Despite all her evil intentions, it dis- 
turbs you to think that Viper might die with no one to 
aid her. 

Sensing your concern. Fury tries to reassure you 
"Cap. it wasn't your fault." 

"I know. But now, of course, we'll have to wait to find 
out if she survived." 

"Knowing Viper, If she Is alive, she won't keep us 
guessing long." Fury assures. 

"I guess not," you agree, wondering which Is worse, 
not knowing Viper's fate, or finding out for sure. 

Your adventure ends here. You are free to start again, 
but you must subtract 1 from your initial Karma total. 




ing the mist that indicates Nitre's vapor state. 

"Are you going to form back Into a person so I can get 
a crack at you, Nitro?" you call out. 

Apparently your attacker thinks that, having sur- 
vived his fh^t onslaught, you might be too tough for 
him. Nitro 's mist form flees swiftly over the bay. Soon It 
Is out of sight. 
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You cross the warehouse yard to check on Blacklash, 
who was also caught by the explosion. As you 
approach, the super villain weims you, "Keep back. 
Captain America!" and cracks his whip in your direc- 
tion. 

Before you can rush him. however, Blacklash begins 
to glow eerily, and a humming noise fills the air about 
him. He disappears, leaving only the rocket to prove 
he'd ever been there. 

"He must have teleported back to Viper," you guess. 

'lUmto21. 

117 You wait in front of Freedom Flight's headquar 
ters as Agents Bronder and Hoffman dismiss the 
SHIELD cars that arrive as backup. A truck trailer pulls 
up— a secret SHIELD mobile office. You are ushered 
inside by none other than Nick Fury, director of 
SHIELD. 

"Still determined to stay Involved in this madness 
after last night and this morning?" Fury asks you as he 
locks the truck door. 

"It doesn't make sense to quit while I'm behind," you 
reply with a grin. "If you have a plan to get Viper, I want 
to help. So tell me what it's all about?" 

TUrn to 198. 

118 Grabbing Agent Bronder's hand, you dash out 
of the lounge and across the corridor. 

"The elevator won't take us anywhere without a 
, passkey," Bronder whispers. 

Another guard comes around the comer and spots 
you. "No one's supposed to be here past curfew—" he 
begins to say when he recognizes your red, white, and 
blue costume. 

He raises his rifle, but Agent Bronder fires the one 
she is holding first, a warning shot at his feet, sending 
the guard scurrying back around the comer. 

"Where does that lead?" you ask, pointing at the 



102 



only other exit available, a steel door at the end of the 
corridor. 

"I only got to study the layout maps on the computer 
for a few minutes. Sorry, I don't remember that one," 
the woman apologizes. 

"No time like the present for finding out," you com- 
ment. 

You must smash the lock on the door with your 
shield. You are rewarded by the sight of a staircase lead- 
ing up. A cool draft blows down on you. "It goes to the 
roof! Come on!" 

One flight up. you come out onto a rooftop heliport. 
The building is only five stories high. "We can rappel 
down the side," you suggest, spotting a large coil of 
rope. 

"Flying down would be easier," your companion 
counters, nodding to the two helicopters parked 
nearby. 

"Can you fly one?" you ask. 

Bronder nods. 
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"Excellent." you declare. "Go start one up." 
You tie the handle of the door to the roof down to a 
pole by the stair shaft. It won't hold long, but It's better 
than nothing. You run up to the helicopter Agent Bron- 
der has started, but she Is climbing down from it. 
"What's wrong?" you shout over the noise. 
"The engine's bad." she answers. "Can't you hear 
it?" 

"I'll take your word for It." 

The two of you run for the other copter. Glancing 
back you see the door being pushed against the rope. 
You watch the SHIELD agent hotwire the second hell- 
copter. Just as you see her give the 'go' sign with her 
upturned thumb, and you circle around to the passen- 
ger side, you hear, over the roar of the heUcopter. the 
sound of the roof door being smashed open. 

Rifle fire pelts the blacktop on the roof, making a line 
toward you. Make an AgUity FEAT by rolling one die 
and adding the result to your Agility abUlty. If the total 
is 11 or less, turn to 179. If It is 12 or better, turn to 
206. 

119 The Wasp guides you to the medical facilities 
and with a gentle hand washes your wound and sprays 
It with a clear fluid that makes it feel better almost 
Immediately. 

"What is that stufi?" you ask. 

"Something to make you heal faster." 

"Chicken soup?" 

"Very funny. It's something new we're testing out for 
research. How do you feel?" 

"Like a new man," you assure her. And indeed you 
do. Add 3 points to your Health point total. 

"Yeah, well, take it easy anyway." your fellow 
Avenger warns, slapping a large bandage on your cut 
and a clear adhesive patch over the hole in your cos- 
tume. 

"Yes, ma'am." you promise. 

Bidding Jan good afternoon, you take the elevator to 
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the main floor of the mansion and head out to the 
street. 
Him to 172. 



As you begin climbing the steps, an uneasy 120 
feeling comes over you. "Do you notice anything 
strange?" you whisper, 

Bronder and Hoffman both shake their heads . 

Shrugging your shoulders, you begin taking the 
steps more quickly, until you find that the sixteenth 
step goes down— a long way— at least fifteen feet. You 
must subtract 3 points from your Health because the 
fall knocks the wind out of you and leaves you with sev- 
eral bruises. 

Your flashlight reveals a perfectly round pit with 
laser-polished walls. Above you Is the bottom of the 
staircase. Agent Bronder's head comes popping 
through it. "Are you all right?" she whispers. 

"Fine, just bruises on my body and ego." you reply. 

"The rest of the stairs are holographic projections." 
Agent Hoffman says as his head, too, appears through 
the mirage. 

"Yes, to disguise this trap." you reply. 

"Gee, there aren't any snakes down there," Agent 
Bronder scoffs, dropping the end of a rope down to you. 
"What kind of self-respecting pit doesn't have snakes 
in it?" 

"Or pointy stakes at least," Agent Hoffman adds as 
he helps tug on the rope you are climbing. 

"I assure you," you say, reaching the top, "that if 
Viper knew we were coming, she would have arranged 
something special. Let's go." 

TUmto 154. 



lydng a deep breath to clear your head, you 121 
instantly take stock of the situation. Agent Bronder, 
having survived Nttro's blast by ducking under the 
loading dock, is now quite efficiently preparing to 
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scoop Nltro's gaseous form Into her Nitro-buster. She is 
unaware that Blacklash is about to lay her out with a 
blow from his steel whipl 

Must stop him, you resolve, throwing your shield. 
Make a Shield FEAT by rolling one die and adding the 
result to your Shield ability. If the total Is 18 or less, 
turn to 150. If it is 19 or more, turn to 3. 




1 22 You manage to remain standing, and with a 
supreme effort, you detach the bola and toss it at Black- 
lash before he can pull out his whip again. The bola 
wraps about the villain's arm. 

Dropping his whip and grabbing for the bola with his 
opposite hand, Blacklash cries, "Aarghl I think I've dis- 
located my shoulder! Get him!" he orders Nitro. 

Him to 4. 



1 23 "I wonder how Laura's doing," the SHIELD 
agent mutters. 

"Just fine and dandy, thank you," a familiar voice 
answers from the hallway door. Agent Bronder stands 
there, without her mask. 

You and Hoffman follow her lead and remove the 
HYDRA masks. You take off the shirt to the TUrtle cos- 
tume, as well, and retrieve your shield. 

"Did you do that?" Hoffman asks his partner, point- 
ing to the hole in the wall caused by the tank. 

"I had to," says Agent Bronder. "I was under orders 
from the commander. Glad to see you cleaned his 
clock. So Where's Viper?" 

"I don't think she was ever here or going to be," you 

reply. 

"The HYDRA commander said they overheard a con- 
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versation between Viper and Mr. Gress." 

"But I'm Mr. Gress. and I don't know anyone by the 
name of Viper," protests the man HYDRA Commander 
Wright was Interrogating. 

"Isn't there another Mr. Gress. sir?" you ask. 

"Why, yes. My cousin, Aaron. I'm Kurt Gress. But 
Aaron's still in New York, finishing some business." 

"At the Staten Island headquarters, making a deal 
with Viper," Agent Hoffman guesses. 

"It seems likely," you reply. 

"If you civilians would step outside, please," Agent 
Bronder says, "Administrator Johnson of SHIELD will 
debrief you all." 

"What's SHIELD." one of the former prisoners asks, 
and who are you?" 

"Please. It will all be explained outside," Bronder 
says, ushering the group out. 

"How did SHIELD get here so fast?" you ask. 

"I radioed them from the tank as soon as I got in it," 
she replies. 

"But you were in there with four other HYDRA 
agents." Agent Hoffman says. 

"I just flipped the transceiver switch and adjusted 
the frequency to SHIELD'S while people were busy get- 
ting settled, and then I tapped the message out in 
Morse code on the microphone. They thought I was just 
nervous. The quality of HYDRA agents is really slip- 
ping." ^ ^ 

"Yeah, especially their tank drivers." Hoffman mut- 
ters. 

If you already know the location of Viper's secret 
base, turn to 12. If you haven't gotten this information 
yet, go to 49. 



A visit to a Veteran's Administration hospital 124 
confirms that your battle left you stiff, sore, and 
bruised, but with no broken bones. 

"You took quite a beating there." the doctor on call 
notes. 
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"I know you super hero types probably think you'll 
live forever, but not at the rate you're going you won't. 
You're luclq? it wasn't worse." 

"I know." you reply. 

"Well, since you don't want me to prescribe anything 
for pain, all I can recommend is rest. At least two days. 
Tkke it or leave it." 

As you get back into your van. you wonder. Should I 
be a good boy and take it easy today like the doctor 
said? Or should 1 go out checking for more clues as to 
what Viper is up to before the trail gets cold? 

If you are going to rest today and do nothing more 
taxing than thinking, go to 164. If you feel you can't 
afford to take the day off and want to continue your 
investigation right away, turn to 177. 



I ZO Your shield shears through the robot's ankle 
and rolls to a stop against the mosquito netting the 
Wasp tossed aside. The robot teeters on one leg for a 
few seconds before it crashes to the floor. It's still trying 
to lash out with its weaponry, but it's no longer able to 
follow you. 
Add 1 to your Karma total. 

The way ahead of you seems clear. You can try to 
sprint across the room without your shield while the 
coast is clear (145), but you might be safer taking the 
time to retrieve It (18). 
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With a tremendous thrust, you roll backward, 
reversing Viper's hold and trapping her beneath you. 
You are careful to avoid her mouth. TUm to 203. 
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In the next room. Agent Bronder cries out in 
pain. Grabbing up your shield, you dash back into the 
cellar. As you suspected would be the case, battling 
Inside has severely limited Blacklash's ability to utilise 
his whips. Yet the villain has other weapons. He has 
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already pinned Agent Bronder under his gravity bolo 
ivhlch generates an artificial force nearly Impossible to 
gght. Now he is trying to entangle Agent Hoffman in his 
necro-lash. 

You must stop Blacklash before he sends a deadly Jolt 
of electricity through the necro-lash. You lunge at your 
foe. lb grab him. make a Strength FEAT by rolling one 
die and adding the result to your Strength. If the total Is 
7 or less, turn to 23. If it Is 8 or more, go to 104. 



Your blow lands on the HYDRA agent's chin. 1 28 
but his rifle still goes off in your direction. You must 
subtract 2 from your Health points, as the bullet grazes 
your arm, 

TUm to 37. 



Thisting Constrictor's information, you con- 129 
sider seriously the danger involved. Viper usually has 
quite a few resources at hand, not to mention hench- 
men. I'd better call in some reserves of my own. 

You do not alert the Avengers, however, but a group 
that has a stronger Interest in Viper and her schemes— 
SHIELD. This morning you had already made plans to 
call the Intelligence agency, but now you'll be giving 
them information, not asking for it. 

Your phone call is put through immediately to Nick 
Fury, the director of SHIELD, a long-time friend and 
associate, but he sounds rushed. 

"Don't have time to chat. Cap." the gruff colonel 
Informs you. "Is it important?" 

"Could be, Nick," you answer. "I got a tip that the 
Viper would be up to something tonight." 

"The Vlperl" Fury's tone Is suddenly more excited. 
Well, in that case, where have you been? I've been 
waiting for your caU all day." he jokes. "What did you 
near?" 

"Well, the source Is questionable— I got the tip from 
Constrictor— but I believe him," 
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"He's certainly not on friendly terms with the witch," 
Fury agrees. "What did he say?" 

"That if I was at the Curtis Supply Warehouse 
tonight at midnight I might see something of interest- 
something about the rocket's red glare." 

"Oh, boy." Fury breathes. "When you stumble onto 
something, you do it in a big way." 

"Then you think Constrictor was on the level?" you 
ask. 

"We can't talk about this over the phone. I'll send 
some agents— Hoffman and Bronder— out to meet you 
there at twenty-two hundred hours. They'll be In Jog- 
ging suits. I'll make sure they know you're the boss and 
to keep their backup out of your way." 

"All right. Nick." you agree. 

It must be something big, you think, for Fury to be so 
secretive about It. 
TUm to 134. 



1 30 The super villain's whip lands across Agent 
Bronder's back with a sickenhig tearing sound. She 
falls to the ground, her Nltro-buster clattering noisily 
onto the concrete. 

Nitro's glittering cloud form does not coalesce back 
Into human shape, though. Instead it flees— drifting 
swiftly out over tJie bay. 

Must have been scared off by Agent Bronder's vac- 
uum device, you guess. 

Blacklash. faced with his partner's desertion, and 
seeing Agent Hoffman appear beside you, snarls and 
retracts his whips. You think he is about to surrender, 
when a glowing silhouette surrounds him and he dis- 
appears. 

You and Hoffman run to Agent Bronder's side. She Is 
still conscious, but dazed looking. There is a huge tear 
up the back of her sweatshirt, revealing a gray plastic 
material underneath. 

"Was that a moose or a grizzly?" the female SHIELD 
agent moans. 
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"Blacklash's whip," you answer. "You're lucky to be 
breathing." 

"Protective vest," the woman gasps. "Should have 
worn plate mall, though." 

"At least we got the rocket." Agent Hoffman sighs. 

You nod. Add 2 to your Karma points for helping to 
stop Viper's henchmen from launching it. 

"Great." Bronder growls. "With the eighteen Intelli- 
gence has accounted for, that makes nineteen out of six 
hundred." 

"Six hundredl" you gasp. 

"That's right. Six hundred. Viper hijacked them 
from Uncle Sam," Hoffman tells you. 

Peering at the rocket, you can just make out a U.S. 
Government stamp on the missile's steel casing. 

"Ibid you all the action would be bay side," Bronder 
nudges her partner. 

"Not necessarily. 1 caught the owner of this place, 
Steven Curtis, sneaking around the trucks. Claims he 
refused to buy a rocket from Viper, so she's trvlna to 
frame him." J s 

"It's possible," Bronder nods. "Viper has been 
strictly cash-and-carry with this operation. If she was 
selling this rocket, she'd have been here to take the 
money. Not the sort of thing she would entrust to her 
flunkies." 

"And if she made it look as If this Mr. Curtis launched 
the rocket," you point out, "it would be easier to con- 
vince his enemies to buy one. Who did Curtis think 
Viper would want to strike?" you ask. 

"Probably Freedom Flight," Hoffman explains. 
"That's an anti-Doom group with its headquarters just 
south across the bay. on Staten Island. Curtis Is a 
founding member of the PCI^People's Choice of Lat- 
veria. They practically worship Victor Von Doom, 
though he couldn't tell them from ants on the ground." 

"Why?" you ask. astonished that anyone would sup- 
port the would-be world conqueror. You have fought 
against the ruler of Latveria yourself, and in your opin- 
ion, he is not sane. 
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"He may be a pain in the tall for the rest of the world," 
Bronder sighs, "but he's the best leader Latveria's had 
since 1512," 

"Doom is just a back-alley issue here," says Hofftnan. 
"It's what Viper Is trying to do to the whole country 
with these rockets that we've got to stop." 

"She's trying to incite violence between each and 
every different political faction in the country," you 
add. "Then, in the chaos, she'll try to destroy the gov- 
ernment or make a play for power herself." 

"Precisely. And with Blacklash analyzing the rock- 
ets' electronic components for her, she could start mak- 
ing her own. We could be chasing her until 
doomsday— literally.'* 

"So what do you suggest our next step be? you ask. 

"Well, before you showed up with your tip, we had a 
tip of our own we were going to start following. Jt will 
require some undercover work. Care to join us?" 

You nod. "How could I turn you down?" 

TUmtoia. 




131 As you begin climbing the steps, you start to 
feel uneasy What am I being so silly about? you won- 
der, and you proceed up the steps faster. Suddenly, you 
plunge through a step as though it is made of air and 
slip down a slick cliff wall! You land at least fifteen feet, 
twisting your ankle as you hit the bottom. You must 
subtract 3 from your Health points. 

Your flashlight reveals a round pit with laser-poUshed 
walls. Looking up you can see you the bottom of the 
staircase you were climbing. TUmlng off your flash- 
light you still see it—it glows eerily on its own. 
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It's a holographic proJecUon of steps, your realize. 
And it covers this trap. Viper's doing, no doubt. I must 
be close to her lair. 

If you have no Health points left, you are In no shape 
to contmue this adventure. If you have between 1 and 
10 Health points, you must make an Endurance FEAT 
by rolling one die and adding the result to your Endur- 
ance ability. If the total is 10 or less, turn to 95. If the 
total Is 11 or more, or if you have 10 or more Health 
points, turn to 35. 



"I'm sorry, Jan," you say, declining the Invl- 1 32 
tation. "Another day perhaps." 

The Wasp gives a IltUe sigh. "Okay. Excuse me. then. 
1 have to see if I can scare up Dane." she says, referring 
to the Avenger known as the Black Knight, "I need the 
exercise even if you ddn'tl" 

As you step out the door, you feel bad about refusing 
the Wasp's request. The practice might have been good 
for you. Subract 1 Karma point from your total. 

You decide you are too keyed up to cycle around the 
city on your Harley-Davidson. so you head down Fifth 
Avenue on foot. TUm to 2 14. 



When you and Agent Bronder reach SHIELD 133 
headquarters, Nick Fury and Bronder's partner. Ken 
Hoffman, are already waiting. 

"Where?" is the first question Fury has for the two of 
you. 

"Pittsburgh, Pennsylvania," Agent Bronder answers 
immediately. "Under something called the Incline, we 
were told." 

"That's one of those hillside cable cars, isn't It?" 
Fury asks you. 

You nod, recalling a battle you fought alongside the 
Avengers at that exact same location. "Viper has prob- 
ably tunneled warrens all through the mountains." 

"We can't thank you enough for bringing this stray 
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sheep home," Fury says, jerking his head in Bronder's 
direction. 

"My pleasure," you reply, smiling at Agent Bronder. 
who looks rebellious at the thought of needing to be res- 
cued. 

Add 5 points to your Karma for rescuing Agent Bron- 
der and getting the information she had to SHIELD. 

"So. do you want to get in on this?" Fury asks. 
"You've earned it." 

"Yes. please," you answer. "Catching the Viper would 
be more than enough reward." 

Hirn to 186. 




1 34 At dusk you drive down to Newark in your cus- 
tomized van and park opposite the object of your stake- 
out. The Curtis Supply Warehouse is a clean, new 
building, and the warehouse yard, which borders on 
Newark Bay. is well lit, but the only other security 
about the building Is a high chain-link fence, lb avoid 
being spotted, you observe the scenery from your van's 
periscope. 

Motor trafQc is very light, and no pedestrians pass 
you until just before ten o'clock, when a man and a 
woman jog by dressed in warm-up suits. Must be Nick's 
agents, you guess as they turn the comer. I'd better be 
ready to greet tbem on their next pass. 

You slip quickly out of the van. Waiting in an alley- 
way, you listen for the sound of rubber pounding the 
pavement. After the joggers pass you again, you Join 
them, running at their pace. 
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I thought you said this neighborhood was safe," the 
woman Jokes to her partner in a panting voice, obvi- 
ously meant to be overheard. 

"Hoffman and Bronder, I presume," you reply. 

"I'm Bronder. He's Hoffman," the woman answers. 

"You must be Captain America," Hoffman says. 

"Well, he isn't Spider-Man," Bronder snaps as the 
three of you turn the corner. "Can we stop running 

"I know he's not," Hoffman retorts as the three of you 
slow to a walk. "Spider-Man doesn't carry a shield." 

"He has to show off everything he learned in his 
advanced training course— SHIELD VlPs 101." Bron- 
der tells you. , 

"Is that a prerequisite for field work?" you ask. 

"No. For field work all you need Is a field. That's our 
car," Bronder adds, pointing up the street, "We have to 
get some equipment out of it." 

"We've been trying to get a line on Viper since last 
month. She's been selling rockets." Hoffman explains. 
"We caught someone trying to smuggle one back home 
to Ireland, and someone else shipping his to South 
America, but most of them seemed to have been pur- 
chased for domestic use." 

"So Constrictor wasn't just using a figure of speech 
when he said I'd see something by the rocket's red 
glare," you comment 

"Unfortunately, no. Someone in Florida took out a 
Communist Party headquarters with their rocket. One 
in Chicago hit an Arab social center. We found one in an 
LA street gang hangout. We've managed to keep it 
under wraps that these incidents were related— so far— 
but if it gets out that these things are available to the 
home market, we'll have panic." 

"Viper's schemes were always Insidious," you 
remark while the agents strap equipment belts around 
their waists. 

"Tfell him about the grandmother— that's my favor- 
ite," Bronder quips, handing you a SHIELD walkie- 
talkie. 
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"Some kid reported his grandmother had one in her 
condominium. She's a Daughter of the American Revo- 
lution. Doesn't want the Japanese to open a car plant In 
her neighborhood.'* 

"What's that for?" you ask as Agent Bronder draws 
out what looks like a cross between two scuba air tanks 
£ind a vacuum cleaner. 

"That's our Nitro-buster," Agent Bronder answers. 
"You see, we know Blacklash is working for Viper— you 
know him?" 

"Yes, we've fought before." you reply, remembering 
Blacklash's painfully effective specialty. cybemeUcally 
controlled whips. 

"Well, last week, Blacklash helped break Nitro, the 
exploding man, out of a prison infirmary. We suspect 
he was acting on Viper's instructions. She's going to be 
needing more muscle to expand her operation. Any- 
way, this little device," Bronder explains, holding up 
the Nitro-buster, "will contain Nltro once he blows up. 
Some of his gaseous form will be sucked into one tank 
and the rest of him into the other." 

"So he can't reintegrate." you say, nodding in under- 
standing. Nitro, as you know, can reintegrate and blow 
up an apparently unlimited number of times, but if he 
can't re-form, he can't blow up. "But you'll have to get 
him to blow up first." you point out. "Won't that be dan- 
gerous?" 

"Hah! Danger is my name," Agent Bronder says, 
tossing her hair back. , 

"No, It's not." Agent Hoffman corrects In a joke he s 
probably made before. "It's Laura." 

Agent Bronder makes a face at her partner. 

"Colonel Fury said to show you this," Agent Hoffman 
says, handing you a sheet of paper. "It's a search war- 
rant for the warehouse. He said you were very picky 
about this sort of thing.' ' 

"Everything appears to be In order." you comment 
after examining the warrant. "Shall we begin?" 

The three of you jog back toward the warehouse. 
Moving as one, you climb the chain-link fence and 
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sneak across the warehouse yard. Hidden In the 
shadows, you discuss your strategy, 

"Viper has a teleporter," you remember out loud. 

"Yes, we know," Hoffman nods. "She could come in 
anywhere with it. We'll have to split up to keep watch. 
Someone on the bay side of the warehouse, someone 
inside, and the third one of us here watching the truck 
yard." 

"They'll never do business in the truck yard," Agent 
Bronder argues. "It's too open." 

"They could teleport right Inside one of those big old 
truck trailers. Then whoever's buying the rocket would 
only have to hook a cab up to It and drive it someplace 
safe," Hoffman answers. 

"What place could be safer than inside the ware- 
house, or Just launching it from the dock tonight?" his 
partner argues. 

"Look. I'll take the truck yard," Hoffman says. "What 
do you want?" 

"I can't decide." Bronder sighs. "You pick next. Cap- 
tain," she offers, or f 

If you want to stake out the inside of the warehouse, 
turn to 19. If you'd rather watch the bay side of the 
warehouse yard, go to 157. 
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135 Your shield smacks into Blacklash's shoulder. 
He pulls back from the rocket control panel with a 
scream of pain. Before he can recover, you run forward 
to retrieve your shield. 

Blacklash is no longer your most pressing problem. 
Checking on the cry of his partner, Nitro comes run- 
ning from the building. J J J, 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 5 or less, 
turn to 148. If it is 6 or more, turn to 4. 



1 36 The spirit of freedom you have fought for all 
your life fills you with the will to move. You Jerk your 
head around so your gaze is torn from the screen. The 
effect of the serpent stare takes a moment to fade. Care- 
fully keeping your eyes on Viper, you aim your shield at 
her. 

Make a Shield FEAT by rolling one die and adding the 
result to your Shield ability. If the total is 18 or less, 
turn to 71. If it is 19 or more, turn to 1 lO. 



1 3 V You get a secure grip on the rifle and use it to 
push the HYDRA leader back against the wall. 

Your foe gasps as you shove the rifle tight against 
him, pinning him down. He growls at you like some 
sort of wild animal. 
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You push harder. "Are you going to behave?" you 
demand. 

If you have less than 10 Health points, turn to 29. If 
you have 10 or more Health points, proceed to 194. 

Your speed simply isn't fast enough, and one 138 
of the robot's machetes slashes at your calf, cutting 
through your boot, your body suit, and the upper lay- 
ers of your skin, Subtract 5 points from your Health 
point total. You may not subtract any of this damage 
from your Karma. 

Fortunately, before the robot is able to slice at you 
again. Captain Marvel fires an energy bolt at it. With a 
quick sizzle, the robot's power dies. Your attacker top- 
ples with a crash and is still. 

"You okay?" your partner calls, 

"Nothing wrong worth writing home about," you 
answer, sounding cheerier than you feel so CM. won't 
be concerned. Your wound from the robot isn't bleeding 
much, but it sure does smart. 

TUm to 175. 



You catch the guard in a tight headlock. 139 
Stunned by the force of your hold, the guard drops his 
weapon— a nasty looking stun gun. Agent Hoffman 
slides the van door open and hops out. 

"Bronder, get out!" you order the other SHIELD 
agent, who is still sparring with the remaining HYDRA 
recruit. Not until she dives out the door do you climb 
out with your prisoner. 

TUm to 32. 



After grabbing a few hours sleep, you meet 140 
Agents Hoffman and Bronder early the next morning in 
front of Freedom Flight's Staten Island headquarters, a 
modest two-story office building surrounded by a small 
yard. ^ 
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"They've gone," Agent Hoffman tells you when you 
pull up on your motorcycle. 
"Gone where?" you ask. , , , ., „ „ 
"lb a new headquarters In PhUadelphla. Hoffman 
answers. "So the rocket last night wouldn't have hurt 
anyone even If it had been launched." 

"No. that makes sense," you say. "Vipers not 
dumb-she wouldn't be able to sell another rocket If 
they were all dead." 
"You think she warned them?" Bronder asks. 
"Maybe," you reply, feeling confused. "But maybe 
their moving was just a coincidence-Viper wants to 
promote death-encouraging revenge will help her sell 

her bombs." „i 

"So. if they're buying a rocket from Viper, will they 
meet her here or at their new place In Philly?" Hoffman 
asks. 

"Nitro said their meeting was supposed to take place 
m a secret passage. Someone could be hiding inside 
right now." 

"But Viper couldn't have planned, to meet anyone 
here if she was going to bomb the building." Bronder 
argues, sounding exasperated. 

"Is the building locked?'* you ask. 

"We got the key from the owner. Agent Holiman 
answers. , , , 

"If you were going to be bombed, where would you 

hide?*' 

"In another city, like Philadelphia," Bronder quips. 

"The basement!" Agent Hoffman answers. 

The three of you investigate the basement of the 
building. Examining the walls carefully, you come to a 
section that doesn't quite meet the floor. Finding a 
loose brick, you push. A section of the wall swings back 
revealing a room containing a desk, a chair, a cot. and a 
phone. There Is a door in the back of the room. 

"This is it." Hoffman whistles— when suddenly the 

phone rings. „ 
Without hesitating, you answer it. Hello, you say, 

trying to disguise your voice. 
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"Good morning, Mr. Gress," a woman's voice replies. 
Vou recognize It immediately It's Viper! 

"I'm sorry to inform you," the sultry voice continues, 
"that the authorities caught Mr. Curtis last night before 
he was able to launch his rocket and destroy your head- 
quarters." 

"I already noticed that the building was still here," 
you answer wryly. 

On the other end, the Viper laughs gaily. "Very amus- 
ing, but I'm afraid this means you're on your own try- 
ing to convince your fellow Freedom Fllghters to spend 
their money on one of my rockets." 

"No. I have the money," you tell her. 

"Really? What did you do, rob a bank?'* 

"Maybe." 

Viper laughs. "Well, then, I see no reason to put this 
off until tomorrow. I'll be there In ten minutes." 

"I need more time," you argue. 

"Look. I haven't time for games. If you want the 
rocket, be there, alone, with the five grand," 

TUm to 190. 




Your shield strikes the wall behind Blacklash 141 
and rebounds toward the villain. But the injury to your 
hand as you pulled it out of the metal strap has affected 
your aim, and the shield does not hit the villain 
squarely enough to put him off balance. 

"Now you're going to get It," Blacklash snarls. 
Snatching up a hypodermic from a table he injects you 
with its unknown contents. Within moments the walls 
spin about you. then all Is black. 
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You pass what seems like days in uneasy sleep and 
horrible nightmares. Then Hnally you wake to a rela- 
tively cheerful sight— the face of your friend, Nick Fury, 
the director of SHIELD. 

"I was afraid I'd never see those baby blues open 
again," the former Army Colonel says, smiling. "How 
are you. Cap?" 

"Confused, a little groggy still. What happened? ' 
You find yourself smiling with relief. 

"Well, to cut a long story short, we were following 
HYDRA to Viper's secret base. HYDRA was attacking 
Viper to get some rockets they claim she stole from 
them. Actually, she stole them from Uncle Sam, which 
is what HYDRA had planned to do." 

Your head swims with the thought that HYDRA, an 
international crime syndicate as bent on world domi- 
nation as Viper is, is also messed up in this affair. "I was 
trying to stop Blacklash and Nitro from launching one 
of those rockets when I was captured," you explain. 

Fury ignores your crestfallen tones. "Right. Viper 
stole six hundred of those babies. But HYDRA stormed 
her headquarters with the help of Nltro, who was 
apparenUy dissatisfied with his lot under Viper's com- 
mand. Viper and Blacklash fled. HYDRA ran off with 
the rockets, and we found the abandoned base and you 
inside. Viper must have left you for dead. You had 
enough viper venom in you to kill an elephant. First 
medic who looked at you thought you were dead, but I 
wouldn't take his word for It. I know what a heavy 
sleeper you are," Fury Jokes. 

"What will you do to get the rockets back from 
HYDRA? And do you have any leads on Viper?" 

"We've got some people on HYDRA. We expect 
HYDRA will try to unload the rockets overseas. Viper 
was trying to cause trouble with them here at home. As 
for her whereabouts, who knows. With that teleporter 
ring, she could be anywhere. Do me a favor. Cap?" 
"Sure Nick." 

"Ikke it easy. Rest and get better. You can tackle 
Viper another day." 
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"I'll do that," you agree. "Both those things." 

Your adventure ends here. You may begin again, sub- 
tracting 1 from your initial Health total and 2 from your 
Karma for what you lost and what you learned. 

You tackle Blacklash and knock him to the 1 42 

ground. 

Blacklash screams, "My arm! You broke my arm!" 

Well, that's one less whip he can crack at me, you 
think. Now to neutralize Nitro. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 5 or less, 
go to 148. If it is 6 or more, proceed to 40. 




You get some sleep during what's left of the 1 43 
night, which leaves you feeling a little better. Add 2 
points to your Health. 

Then you ride your cycle to the rendezvous point you 
agreed upon with SHIELD. Agent Hoffman, the young 
man who caught Mr. Curtis the evening before, ushers 
you into a SHIELD mobile office in an unmarked truck 
trailer. Nick Fury is already within. Seated next to him 
is a young woman. 

"Welcome. Cap." Fury greets you. He points to the 
young man. saying. "Ken Hoffman you met last night. 
And this is his pEirtner." he says, nodding toward the 
young woman, "Laura Bronder. Thought you'd like to 
know we picked up Nitro this morning. He wasn't real 
happy working for Viper. He slipped his leash this 
morning after she teleported him to Atlantic City, and 
he somehow wandered into our net." 

"Has he given you any information?" you ask. 
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Fury shakes his head. "Not much. He claims Viper 
wouldn't tell him anything and that he didn't even 
know the location of her base—that he only went In and 
out of it via the teleporter. I have some other agents 
chasing the only lead he could give us, but I doubt it 
will pan out. Anyway, to the business at hand. Agents 
Bronder and Hoffman have both been working on the 
Viper case since last month when the snaky lady stole 
those rockets she's been selling from Uncle Sam." 

"How many rockets?" you ask. You expect him to say 
three or four. 

"Six hundred," Agent Bronder answers. "And we 
think she's got Blacklash trying to copy them for her." 

You whistle in surprise. "So how do we catch Viper 
and recover the rockets?" 

Him to 198. 




T 44 Weakened by the blast you took from Viper's 
weapon, you are unable to shake her grip quickly 
enough to avoid her attack. Like a snake, she darts her 
head down to your arm. and she pierces your costume 
and your skin with her teath. You must subtract 10 
from your Health points. 

Your arm stings, bums, and goes numb in the space 
of a few seconds. You raise your opposite arm to deliver 
a blow before the poison can affect your whole body, 
but Viper has moved away quickly Through blurring 
vision, you watch her glow and disappear. 

You note that the giant screen no longer displays the 
serpent stare pattern, but the list of rocket buyers 
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remains. It Is hard to feel very satisfied over this vic- 
tory, though, as you collapse, gasping for air. 

You cannot see. but you can hear Nick Fury shouting 
orders. 

His voice sounds as though it's a long way off, but 
you realize groggily he must be right next to you, when 
you feel him shaking you as he calls your name, deep 
concern In his voice. 

"She's poisoned him! Get the medics! Make sure they 
bring that anti-venom formula. Hurry!" Fury barks. 
"Hang in there. Cap. Help's on the way." 

You know you'll pull through this with SHIELD'S 
help and recover from the pain, but it will be much 
longer before you recover from the frustration of losing 
Viper again. 

Your adventure ends here. You may begin again, sub- 
tracting 1 from your initial Health and 1 from your ini- 
tial Karma. 



You sprint across the room before the com- 145 
puter launches another mechanism after you. Then 
you look down into the basket that holds your team's 
goal. It turns out to be a PIng-Pong-sIzed ball sur- 
rounded by an eery red light. 

If you want to wait for your partner to reach for the 
ball, turn to 202. If you want to try to fish out the ball 
with your hands, turn to 8. 



You grab the rifle with both hands and give it 146 
a sharp twist up. sending the muzzle of the weapon 
cracking against your foe's face. The expression on his 
face goes blank aind he slides to the floor. 

TUm to 184. 



Summoned via walkie-talkie by Agent Bron- 1 47 
der. SHIELD'S backup pulls up in two SHIELD cars 
accompanied by a truck trailer that Is to serve as a base 
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of operations. The backup teams take over guarding 
the prisoners and start to move the rocket back into the 
safety of government hands. In the meantime. Agent 
Hoffman informs you that it wasn't all that dull in back 
of the warehouse, either. 

"I caught the owner of the place, Steven Curtis, 
sneaking around. He claims Viper is trying to frame 
him." 

"Do you think he might have been here to buy the 
rocket?" you ask. 

"Not really. He hasn't got any money on him. But 
maybe Blacklash can tell us otherwise." 

"Look," Agent Bronder says, nodding her head in the 
direction of the gate. "It's Colonel Fury." 

Nick Fury, dressed in a tux, alights from a limousine 
and walks toward you. He has an eager, satisfied look 
on his face. 

"I just got the news," Fury says. "Congratulations, 
you three! I hear you took prisoners. Have they been in- 
terrogated yet?" 



126 



"Um. Nitre is In no condition to talk," Hoffman 
explains, "but Blacklash has been disarmed and Is 
wide awake and. we hope, ready to talk. We were just 
going In to speak with him." 

"Carry on." Fury orders. "I'll be in in a few minutes 
with Cap." 

Hoffman and Bronder salute and head for the truck 
trailer that serves as a mobile SHIELD base of opera- 
tions. 

Fury lights a cigar as he watches the flurry around 
him— some agents lowering the rocket onto a dolly, 
others moving Nitro into an ambulance, and others 
interviewing an elderly man who you guess must be 
Hoffman's prisoner. Mr. Curtis. 

"I hope we didn't spoil your evening, Nick," you say, 
pointing to Fury's formal evening attire. 

"Spoil it? You've just made it! You give me the perfect 
excuse to get out of some stupid political dinner, and 
you practically serve me Viper on a platter. I can't 
thank you enough." 

Add 5 points to your Karma for helping SHIELD in 
this matter. 

"We haven't got Viper yet," you point out. 

"No, but Blacklash is the perfect appetizer. What did 
you think of Hoffman and Bronder?" 

"They are very efficient," you reply. 

"But a little unusual?" 

"Yes," you admit. 

"Hoffman is as methodlced as a CPA, and Bronder is 
as tenacious as a bulldog. They're the perfect team. If I 
only had ten more of them and two more of you ... ah 
what I could do!" 

You smile at the compliment. "I'd like to hear what 
Blacklash has to say," you tell Fury. 

"By all means." The colonel waves you toward the 
SHIELD mobile office. 

Inside, Blacklash has been stripped of his costume 
and now wears only khaki overalls. Though the crimi- 
nal is relatively harmless now, two SHIELD agents 
stand guard on either side of the table at which he sits. 
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Agents Bronder and Hoffman are seated across from 
him. As you enter, they rise to give you and Fury their 
chairs. 

"Hoffman and Bronder have been coordinating the 
hunt for Viper ever since she got hold of this rocket and 
Ave hundred and ninety-nine others just like it," Fury 
explains as he sits down. 

"Six hundred!" you gasp in astonishment. "How do 
you know the number?" 

"That's how many were hijacked from Uncle Sam 
last month," Fury answers. 

1110110 201. 



1 48 Nitro charges toward you, his eyes glowing. 
The next moment, you feel yourself caught up in the 
shock wave as Nitro explodes his whole body! You are 
slammed across the warehouse yard. Only the fence i 
around the perimeter of the yard keeps you from 
splashing into the bay. 

Subtract 15 Health points from your total. If your 
Health is or less, your adventure ends here. 

If you are still capable of action, make an Endurance 
FEAT roll by rolling one die and adding the result to 
your Endurance ability. If the total is 8 or less, turn to 
162. If it is 9 or more, turn to 116. 

149 You leap across the chasm with your arms out- 
stretched to grab hold of the opposite edge. But you 
miss! By only a few inches, but you plunge downward ; 
into the darkness! 

Fortunately, there are ledges on the way down that 
help slow your rate of descent as you catch onto them 
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and they break off in your hands. When you finally stop 
you feel reasonably certain you haven't fallen more 
than fifty feet, but you can't tell because you've 
dropped your flashlight and everything around you is 
pitch black. 

You've twisted your ankle badly, and you have an 
uncomfortable feeling that you have landed on another 
ledge and that the shaft goes down much deeper. You 
wait in the darkness rather than risk falling farther. 

TUm to 168. 



The shock of the explosion must have put 150 
you more off balance than you thought. Your shield 
misses Blacklash by severad inches and disappears into 
the darkness. TUm to 130. 

"I'm sure you'll find something soon," you 151 
murmur encouragingly to the SHIELD agent. 

"I suppose." she sighs. "Well, I'm turning in. Say 
good night to Ken for me." 

The next morning after an early breakfast and more 
exhausting fighting drills, you. Agent Hoffman, and 
four other men are separated from the rest In defer- 
ence to your skill, you are allowed to remain in your 
TUrtle costume. The others are given official HYDRA 
uniforms complete with masks. 

You are taken to the windowless minibus in the 
underground garage. Standing near the minibus, 
dressed in a HYDRA uniform, is Agent Bronder. She is 
holding her mask in one hand. As soon as she is sure 
you and Hoffman have seen her, she puts the mask on. 
You, Bronder, and Hoffman board the vehicle first, 
squeezing into the back seat together. 

"Well?" Hoffman whispers to his partner eagerly. 

"I had the computer assign me to a tank crew for this 
assault you're going on." 

"Why? You're supposed to be assaulthig the com- 
puter." 
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"The only thing I could get on Viper was the name of 
the HYDRA commander in charge of her capture. It's 
Bill Wright, and he's in charge of this mission. He*s in 
Philadelphia, waiting for this unit. We're attacking 
Freedom Flight's Philadelphia headquarters. For some 
reason, HYDRA is sure Viper will be there this morning 
selling them a rocket." 

"Good enough," you say. and you settle back for the 
journey to Philadelphia. 

After more than an hour's drive, the bus finally stops, 
and you and the others debark inside another aban- 
doned warehouse. The two veteran HYDRA agents 
who escorted you on the bus line you up for inspection 
by their commander, who stands waiting Imperiously 
in front of two monstrous tanks! 

After you accept the rifles handed to you, the HYDRA 
commander explains your mission, "lb satisfy your 
curiosity, I can tell you that I am Commander BUI 
Wright, and we are in Philadelphia. We are going to 
attack the headquarters of a political group called Free- 
dom Flight. We couldn't care less about Freedom Flight 
itself, but they are meeting this morning with a woman 
who calls herself Viper." 

One of the veteran HYDRA agents unrolls a life-size 
poster of the Viper. 

The commander continues. "She is to be captured 
alive, though not necessarily unharmed. Nothing else 
matters." 

Where did HYDRA get tMs information, and how 
accurate is it . . . you wonder, especially given that 
Viper and Blacklash still have the teleporter at their 
disposal?ls it possible HYDRA will succeed where you 
could not? 

You study the commander. If he 's in charge of captur- 
ing the Viper, as Agent Bronder said, he must know the 
location of Viper's secret base. Perhaps it would be eas- 
ier to capture him and then tackle Viper's base with 
SHIELD, you think. 

If you believe you should go along with the HYDRA 
mission and try to capture Viper, turn to 113. If you 
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would rather try to kidnap the HYDRA commander 
and make him tell you where Viper's hideout is, turn to 
181. 




over nothing. I shouldn 't let my own impatience inter- 
fere with my obligations to my fellow Avengers. 

"That sounds like a good idea. Wasp. You're on," you 
say. 

Down In the combat simulation room, Namor— AKA 
Sub-Mariner, former prince of Atlantis— and Captain 
Marvel are already waiting. Like you, Namor fought 
against the Axis Powers in World War II. He still 
appears young, due to his Atlantean blood, and he 
stands haughtily in the center of the room, apparently 
quite certain that the exercise to come will be child's 
play. 

Captain Marvel, who has the amazing ability to 
transform herself into all known forms of electromag- 
netic energy, is limbering up quietly in the comer. 
Despite the fact that she is a full-fledged member of the 
Avengers, Captain Marvel still seems a little awed by all 
her super hero teammates. 

"I thought you two captains might challenge Namor 
and I," the Wasp jokes. "If that's all right with you, that 
Is." 

You nod in agreement as Captain Marvel comes to 
stand by your side. 

"Why don't you explain the rules to these two, Cap?" 
Jan asks. 

"It's really quite simple," you say. "All four of us start 
at this end of the room. At the other end"— you point 
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across the seemingly empty expanse of the 
gymnaslum-slzed room — "will be two baskets, each 
containing a ball. We have to go get them and carry 
them to the other side." 

"Child's play," Namor scoffs, confirming your feeling 
that he is overconfident. 

"Well, there are a few itty-bitty problems," Jan 
explains. "The room Is full of hidden, computer- 
controlled defense mechanisms that will make it diffi- 
cult to get across in either direction. The computer also 
sets up traps around the ball or within the ball itself 
that will prevent one member of each partnership from 
picking up or carrying the ball. The computer can 
change these defenses at random, so the opposite 
teammate may have to carry the ball instead. Also, you 
and I, Namor, can try to prevent Captain America and 
Captain Marvel from reaching their goal and vice 
versa." 

Tkklng up where Jan left off, you detail the test fur- 
ther. "You lose points for the destruction of equipment 
or for seriously injuring another player. The computer 
defense mechanisms are as real as those of any oppo- 
nent, so you can get hurt if you're not careful. The com- 
puter won't play friendly, but it will stop the game, if 
you're hurt badly." 

"How nice," Captain Marvel says, grinning. "A chiv- 
alrous computer." 

"Finally," you conclude, "we have five minutes to fin- 
ish. If we finish early, we get points for all the seconds 
left on the clock, and bonus points for being the first 
team to finish. Oh, and you aren't allowed to leave the 
room," you warn Captain Marvel specifically, knowing 
she could pass through the wEills and try to take the ball 
from the opposite side. 

"Shall we begin?" Namor asks, obviously Impatient 
to get started. 

Stepping forward, you offer the Sub-Mariner your 
hand. With a shrug, Namor shakes it as the Wasp and 
Captain Marvel do likewise. Then you each go to your 
starting places. TUm to 47. 
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"One bullet Isn't going to stop me," you growl 
at the mad HYDRA commander. Frozen with surprise 
by your failure to fall, your foe is Incapable of dodging. 
You level him with a quick punch. 

The HYDRA agent who helped you battle the other 
HYDRA agents has the presence of mind to offer you a 
clean cloth to press against the wound on your shoul- 
der. A member of Freedom Flight fetches a first-aid kit 
and tapes the bandage in place. You may add 1 point to 
your Health. 

Him to 194. 



The pit is easily skirted once you are aware of 
where the floor is solid and where it is not. From there 
on, the passage slopes down steadUy. You halt sud- 
denly. 

"What Is it?" Hoffman whispers, 

"Shut off your flashlights," you order. 

Up ahead, there is a different light spilling out to the 
passage where you stand, illuminating the objects of 
your quest. The rockets! Hundreds of them lined up In 
the passage! Hearing footsteps, the three of you duck 
behind the metal cylinders. 

Ahead you hear a familiar voice, imperious and 
harsh— the Viper's voice. 

"Keep up the transferences until you are no longer 
able. Don't you dare stop for a minor thing such as gun- 
fire," the vlllainess orders. 

Peeping from behind a missile, you see the Infamous 
Viper speaking to two underlings struggling under the 
weight of one of the rockets. As the three figures head 
down the corridor, you and your companions stalk 
behind them, the sound of their footsteps muffling 
yours. 

At a Junction up ahead, Viper turns to the right and 
the men with the rocket go left. Motioning Agents Hof- 
fman and Bronder to follow the rocket, you separate 
from them, turning right after the Viper. 

TUm to 173. 
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155 Your shield strikes Blacklash's head with a sat- 
isfying thunk. and Viper's hireling slides down the side 
of the rocket to the ground. You run forward cautiously, 
retrieving your shield and then checking on the condi- 
tion of your foe. 

He'll be okay, but he's out for this battle, you decide 
after checking his eyes, breathing, and pulse. 
Him to 28. 

156 You aim a powerful kick directly at the HYDRA 
commander's chest. Make a Fighting FEAT by rolling 
one die and adding the result to your Fighting ability. If 
the total is 13 or less, turn to 103. If it is 14 or more, go 
to 161. 

157 "I'll take the bay side of the warehouse," you 
reply. "If Viper is planning on launching any rockets 
tonight, she's not going to do it where 1 am." 

Hoffman grins. "It's such a lovely night; it's a sham& 
you'll be stuck inside that dark, dank warehouse," he 
teases his partner. 

"I hope it rains on you," she retorts. 

As you slip around the sides of the , warehouse with 
Agent Bronder, she explains that the SHIELD backup 
team is waiting two blocks away for her signal by 

"Ken, er. Agent Hoffman and I usually check In every 
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quarter hour, or If we see anything suspicious." 

"That will be flne," you agree. "If Viper's recruits 
show up inside, don't try anything without me," you 
order. 

"No, sir. I'll wait till you get there to make Nitro 
explode," she assures you. 

You watch as the SHIELD agent climbs the stairs to 
the loading dock and deftly picks the lock on the door at 
the top. After she slips Inside the warehouse, you duck 
Into the shadows by the stairs. 

Minutes before the SHIELD agents' midnight walkie- 
talkie check-in Is due, an eerie humming noise fills the 
air before you. Several yards away, three recognizable 
figures take shape. There is the unmistakable, 
ponytEiil-crested helmet of Blacklash, the muscular but 
aging form of Nitro, and, taller than either of these vil- 
lains, a sleek steel gray rocket. 

"They're here," you whisper into the walkie-talkie, 
suprrise in your voice. "Blacklash, Nitro, and a rocket. 
No Viper." 

You wait a moment, trying to catch the drift of an 
argument Nitro and Blacklash are having. 

"Why do I have to take orders from you?" Nitro 
growls. 

"Because Viper trusted me, not you. with her plan," 
Blacklash snaps. 

The rest of their words are carried away by the 
breeze. Then Nitro moves toward the warehouse, leap- 
ing up onto the loading dock. 

"Nitro 's heading for you, Bronder," you whisper. "I'm 
going to take him. Be ready with that gizmo of yours if 
he starts to vaporize." 

Staying close to the shadows along the wall, you 
climb the steps onto the loading dock and poise your- 
self to charge the explosive man as he reaches the door 
Bronder disappeared behind. 

lb tackle Nitro, make an Endurance FEAT by rolling 
one die and adding the result to your Endurance abil- 
ity. If the total is 7 or less, turn to 1 14. If it is 8, 9 or 10, 
go to 36. If it is 1 1 or more, proceed to 82. 
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1 58 This is an easy shot, and you make It easily. 
Your red. white, and blue disk provides Just enough 
momentum to knock the robot off balMice. 

Your mechanical foe crashes to the floor, its blades 
sUll hacking away, but it cannot follow you. 

Add 1 to your Karma for defeating this formidable 
opponent without damaging it so much that it would 
be impossible to repair. TUm to 178. 




159 You ride with Director Chansler. Nick Fury, and 
Agents Bronder and Hoffman to Mobile Unit One-a 
truck trailer stationed directiy across from the lower 
station of the Duquesne Incline. A dozen of Fury s field 
agents join you accompanied by Director Chansler s 
aide. Agent Lamb. . 

Agent Lamb displays an aging, yellowed niap. This 
is the layout of the coal mines under the hill before 
redevelopment. I can't vouch for how accurate it is 
now We've stationed units at some likely looking exit 
points, places where we know the mines open into cel- 
lars or are being used as garages, that sort of thing. 
Pointing, she adds. "We've seen probable candidates 
for Viper hirelings exit at these two points and noted 
this secret exit within the Incline station itself." 

Inspecting the map carefully, you trace out a path 
from Viper's hideout to a mine entrance that opens into 
a factory basement a few miles away. "Anyone come 
out through this route?" 

"Not that we've noticed." 

"That's the one I'll be taking." 

"What?" Director Chansler asks in surprise. 
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"Give me half an hour, Nick. Once you attack she'll 
just use her teleporter. But I may stand a chance, if I 
sneak in alone, of grabbing her first." 

"Sir," Agent Lamb protests, "like I said, I can't guar- 
antee the accuracy of this map anymore, and espe- 
cially not the safety of the mines." 

Fury strokes his chin thoughtfully. "Will you take 
Agents Bronder and Hoffman with you?" he asks. 
"Then I wouldn't worry so much." 

You glance at the two SHIELD officers' eager faces. 
They could slow you down; on the other hand, they 
could be of some help. If you decide to take them with 
you, turn to 22. If you'd prefer to go alone, turn to 78. 



The last thing you see before you collapse is 
Viper's vicious smile as she jabs you with something 
sharp. 

Your first feeling on awaking is gratitude, for you are 
looking into the face of a friend. Nick Fury, director of 
SHIELD. You recognize your surroundings. You're in 
the emergency room of SHIELD'S hospital complex. 

"What— 7" you begin, but find your chest is still 
wracked with pain. 

"Save your breath, Cap." Fury suggests. "You're 
going to be fine. We got you here in plenty of time. Viper 
jabbed you with a couple of her snake-venom darts. We 
just gave you the anti-venom." 

"Your agents—?" you whisper. 

"Hoffman took quite a shock from Blacklash's necro- 
lash. Hoffman's here, too. The doctors say he'll make it. 
Bronder was pinned under Blacklash's gravity bolo. 
She says Viper tried to kidnap you using Blacklash's 
teleporter ring, but the ring apparently couldn't carry 
two of you the distance to Viper's hideout. 

"Blacklash didn't care for the idea of being left 
behind, since he could hear our sirens approaching, 
and while he and Viper were struggling for his ring, 
they dropped it, Bronder crushed It with Blacklash's 
bolo. Viper teleported out. Blacklash then made the 
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mistake of freeing Bronder from the gravity bolo and 
trying to use her as a shield to get through our block- 
ade. He ended up In the hospital, too." 

"Viper's headquarters—?" you gasp. You can't rest, 
knowing Viper might still succeed. 

"Blacklash gave us the location. We launched a raid 
right away, but Viper had fled already, with her person- 
nel and some of the rockets. The best thing we can say 
is that she had to leave most of them behind." 

Breathing suddenly feels easier. Viper is still free to 
brew up more poisonous schemes, but the Immediate 
danger she posed to your country has passed. 

Your adventure ends here. You may begin again, sub- 
tracting 1 point from your initial Health total and 1 
from your Karma for what you have learned from this 
encounter with Viper. 

161 Your kick knocks the HYDRA commander from 
his perch, and you leap down after him. Overhead you 
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can hear a rifle firing. Your foe Is unconscious. Add 2 to 
your Karma points for defeating him. 
TUm to 69. 

You lie on the ground, too stunned to rise. 162 
The mist that is Nitro in his vapor state drifts over to 
you. Groggy, you perceive It is coelescing back Into 
Nitro's solid form. 

"Good-bye, Captain America," Nltro sneers. A sec- 
ond pounding sweeps across your body, and your mind 
fades Into darkness. 

Subtract 10 from your HeEiIth points. You cannot sub- 
tract any of this damage from your Karma. 

If you have 5 or fewer Health points remaining, turn 
to 54. If you have 6 or more Health points, turn to 205. 




You aim a fist at Viper, but she dodges It . w — 
expertly. The two of you circle one another warily. TUm 
tolls. 

"I won't do anyone any good if I collapse at a 164 
crucial moment," you decide. "I'll rest at least for today. 
Besides, there are some things I can take care of that 
don't require rough stuff." i 

You place a call to SHIELD, an organization that, like 
you, has fought Viper many times in the past. You are 
put through to SHIELD'S director, Nick Fury. 

"Hear you've been busy. Cap." the gruff former Army 
colonel greets you. 

"Oh?" 
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"Got an Intelligence report on my desk. You've been 
putting Viper's goons Nitro and Blacklash on the defen- 
sive. How'd you get into this?" 

"Tip from the Constrictor, believe it or not. That's 
why I called, actucdly. He wouldn't tell me much. Now 
I'd like to get in touch with him and find out what else 
he might know. I don't suppose you have a clue as to 
his whereabouts?" 

"I'll check it out. I think I might have someone on 
him as a matter of fact. I'll get back to you," Fury prom- 
ises. 

You spend the rest of the day at Avengers Mansion 
working quietly on your latest assignment for Marvel 
Comics— sketching for the Captain America comic 
book. 

Later in the evening, Nick Fury calls you back. "This 
morning. Constrictor checked Into the Liberty Hotel Ini 
Philadelphia, under his real name, Schlichting. 

"That's where Freedom Flight's new headquarters 
is," you say. 

"So it is," Fury replies. 

"You seem to know a lot," you note. 

"We're both after Viper, Cap. We were bound to run 
into each other eventually. Oh, and Cap, a warning. 
That rocket Viper's goons launched last night—" 

"Yes?" 

"She's got a lot more of those babies. She stole a 
whole shipment of them, so let's be careful out there." 
"Yes, sir," you agree. 

You feel much better after your day of relaxation. Add 
5 back to your Health points. If you think you'd better 
continue with the doctor's advice and rest one more 
day, turn to 10 1 . If you think it would be better to drive 
to Philadelphia and check out Schlichting and Free- 
dom Flight right away, turn to 91. 

165 The beam is blocked Just at the moment It 
would have hit your pairtner, and Captain Marvel, now 
a brilliant silhouette of light, streaks toward you 
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unharmed. Add 1 point to your Karma total for keeping 
your partner from injury. 

Landing near you. Captain Marvel remains In her 
light form while she peers into the basket at your 
team's ball and shrugs. "No sweat," she says, slipping 
her shining hand into the glowing red Ught. As she 
draws the small sphere out, it changes from the red 
color of the inside of the basket to the white light her 
body is currently composed of. 

"It must be made of unstable molecules," your part- 
ner guesses, changing herself and hence the ball back 
into matter. 

"And only someone who can influence molecules 
could pick It up," you add, nodding. 

"Care to do the honors?" the woman asks, handing 
you the ball. 

Dashing through the remaining obstacles set in your 
path, you reach your final goal and toss the ball in the 
basket at the finish line nonchalantly. Captain Marvel 
whoops a cheer. 

When the Wasp and the Sub-Mariner finally return 
with their bail, you and Captain Marvel are lounging 
against the wall. 

The Wasp looks disgustedly at the computer's 
Instant analysis of your score. "Perfect? Perfect! Where 
do you get off being perfect?" she chides. 

"I had a lot of help," you explain, saluting your part- 
ner sharply. 

"Perfect and modest. What a horrible combination." 

"Perhaps you'll do us the honor of allowing us to 
learn more from you next week," Sub-Mariner suggests 
halfheartedly. 

"I'll see if I can manage that," you agree. 

TUmto 172. 

You euid the HYDRA commander go turn- 166 
bling off the edge of the tank. You use your foe to cush- 
ion your own fall. Overhead you hear rifle fire. 

As you rise, the commander tries to do so as well, but 
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Agent Bronder, having dispatched her own opponent, 
lands a quick chop to the back of your foe's neck, put- 
ting him out cold. 

Add 1 to your Karma points for helping to dispatch 
this HYDRA operative. 

Him to 69. 



You launch yourself feetfirst at the HYDRA 
leader. He spins toward you, but you hit him before he 
can aim his rifle. The weapon falls to the floor as your 
foe crashes into the desk. 

In a moment you are on top of him. 

"1 surrender," the HYDRA leader groans. 

lUrn to 194. 




centrate on listening. You imagine for a while that you 
hear the sounds of battle, but then there is nothing. 

The next sound you hear awakens you. It is Nick 
Fury calling your name. 



"Over here, Nick," you holler, alarmed at the echoes 
that ring about you. 

Fury finds the pit and lowers a rope. Once you are 
raised, you sit with your rescuer for a few minutes to 
talk. He tells you that Viper did indeed get away with at 
least twenty-five more rockets, but that SHIELD cap- 
tured the bulk of the missiles and now occupies Viper's 
secret base. 

"I was so close. I got careless. Nick. Sony," you say in 
crestfallen tones. 

"We wouldn't have gotten this far without you, Cap. 
Don't take it out on yourself this way. You push yourself 
too hard sometimes. Lean on me, and we'll get out of 
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here now." 

As you limp out of the mines, using your friend as a 
crutch, you find yourself hoping that someday you'll 
get anotiier chance at cornering the Viper. 

"Don't worry. Cap. You will," Fury replies. "Knowing 
Viper and knowing you, it's a sure thing." 

Your adventure ends here. You may begin again, sub- 
tracting 1 from your Health and 1 from your Karma for 
your losses. 



You realize that you have used far too much 
force as your shield shears through the robot's "neck." 
The disk bounces off of a wail and a hovering force field 
mechanism before it glides back towards you. You 
shudder to think what damage your throw could have 
done to a living thing, which is what the robot repre- 
sents. Subtract 1 point from your Karma. 

Still, you have managed to knock out the force fleld 
mechEmism as well, freeing Captain Marvel from its 
dangers. TUm to 31. 




Your shield hits Blacklash in the legs, and he 170 
crashes to his knees with a yelp of pain. Agent Bronder, 
not to be left out of things, uses the nozzle of the device 
she'd intended to capture Nitro with to smash Black- 
lash over the head. 

The super villain slumps at her feet. "What do you 
know," the SHIELD agent comments, "it's aBlacklash- 
buster, too." 
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Agent Hoffman appears from the shadows and bends 
over Nitro's inert form. Rolling up the super villain's 
sleeve, Hoffman jabs him with an automatic hypoder- 
mic, "lb be sure he stays unconscious until the energy- 
absorbing cuffs get here," he explains to you. 

"Be sure and get their teleportation rings," you order 
the two of them. 

Hoffman complies, finding and removing from 
Nitro's finger a wide band set with a large crystal that 
could enable him to disappear. "You have Black- 
lash's?" he asks as Bronder finishes tying the whip- 
wlelder up with his own weapon. 

Bronder holds up an identical ring. "This could be a 
free trip to Viper's hideout. I wonder if 1 could take her 
out with my Nitro-buster, too." 

"I wouldn't recommend it," you reply. "She'd proba- 
bly have an ambush waiting." 

"Better put the ring down next to mine, Rambo," 
Hoffman suggests. 

His partner complies with a sigh— not a moment too 
soon, for the rings both glow for a moment and then 
disappear. TUrn to 147. 



1 /I The guard retreats from your flying attack, and 
you land at his feet. He smacks you over the head with 
what's left of his rifle butt. Subtract 2 points from your 
Health. 

You grab your attacker's arms and toss him over the 
bar. Smashing into a mirror on the wall leaves your foe 
finally still. If your Health points have dropped to or 
less, your adventure ends here. 

If you can still go on, turn to 184. 
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Once out on the street, you find that your ear- 
lier impatience has disappeared. The practice session 
has left you feeling relaxed, yet readier than ever to 
take on any crisis that comes your way. 
In fact you feel so good that you decide to leave your 
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motorcycle parked at the Avengers Mansion and patrol 
on foot. You head south on Fifth Avenue, keeping your 
eyes and ears peeled for anything suspicious. 
TUrn to 214. 



The corridors you pass through are empty, 
and the reason is obvious. Echoes of the noises of battle 
reverberate through them. SHIELD has begun its 
attack! 

It's hard to tell In this maze of passages how close 
they are, you think. But that's not my worry right 
now— Viper Is. 

Viper, unaware you are stalking her and apparently 
unconcerned about SHIELD'S attack, strides confi- 
dently and unhurriedly through her besieged complex. 
She doesn't fear capture because she plans to teleport 
out, you realize, leaving most of her hirelings to fend for 
themselves. 

Viper enters what appears to be an information cen- 
ter. Numerous display screens cover one wall. She 
presses a button on a control panel. You are Just about 
to announce your presence by throwing your shield at 
her, when you notice a swirling green glow on the larg- 
est screen in front of you. Something about that pattern 
disturbs you, frightens you even, i 

Viper turns around from the console, an evil grin 
spread across her face. "Welcome, Captain. I've been 
expecting you. I knew you would try sneaking up on 
me. Foolhardy," 

You are about to taunt her by asking why she Isn't 
already fleeing like the mad coward she is, but no 
words come out of your mouth. It's exactly though 
you are In a dream where you need to scream, but 
can't. 

"Entertaining little show. Isn't it?" Viper asks, point- 
ing to the screen. "People find it hard to tear their eyes 
away from it. I call it the serpent's stare. It's a variation 
of my old hypno-ray, I, of course, am immune to Its 
effects." 
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You suspect that is not the complete truth. Viper 
must have some device that keeps her from falling prey 
to her 'serpent's stare.' You try to turn awray from the 
screen, and then you learn you can't move either! 

"I knew you were trying to sneak up on me," Viper 
brags. "I presume you're responsible for the SHIELD 
rabble fighting below us. You refuse to admit that ev- 
erything you do is in vain." 

Wallowing in your inability to reply, the Viper begins 
to lecture you. "I will not destroy your country. In the 
end, your nation's own weakness will be its downfall. I 
am just speeding up the process. You are so proud of 
this melting pot nonsense and America's supposed tol- 
erance of ideas and respect for diversity. It's ironic, 
because that's what will destroy you in the end." ^ 

Viper pauses to push another button, and a list of 
names appears superimposed over the serpent stare 
pattern. "This is list of all those petty little factions, 
stewing In distrust and hatred of their fellow man. See 
how long it is." The villainess holds her finger on a but- 
ton and the list scrolls up the screen." 

"You . . . trick them . . . with your lies," you manage to 
force these words from your lips. 
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Viper laughs shrilly, "Oh, you are stubborn. Despite 
the' effort, you must defend your delusions. Don't you 
love the touch the rockets give this plan of mine. I had 
you in mind especially when I thought of the code 
name for my plan— the Rocket's Red Glare. All of these 
people have bought rockets," Viper says, waving her 
hand at the list of names on the screen. 

"And the list of waiting customers Is a thousand 
times as long. And after they've tasted first blood 
they'll be ready to find their own weapons. The rocket's 
red glare, the bombs bursting in air, will give proof 
through the night that your flag and all it stands for will 
CRUMBLE INTO DUST." 

"Viper, you're madi" you Insist through clenched 
teeth. 

"I've Just given them what they want. Blood. It's time 
this precious nation of yours learned what the rest of 
the world has already learned— there is no liberty and 
justice for all. That's a myth the rich and powerful use 
to control the ignorant. There is only chaos and 
destruction!" 

Whether the effect of the serpent's stare is dimin- 
ished by the list of data sharing the screen or by the 
anger welling in you from listening to Viper's distorted 
and hateful perspective, you don't know for sure. But 
something gives you the strength to speak. "Only a few 
madmen will accept your way. Viper. Brave people all 
over the world struggle for the democratic principles 
this country was founded on. And the American people 
will never accept the mindless violence you wish to put 
In place of their freedom." 

"You're a fool," Viper hisses, sneering and turning 
away from you, back to the information terminal. She 
is typhig in orders to destroy her data banks. 

You look at the list Viper is about to destroy. Names of 
all the people who have betrayed their faith in the very 
principles that shelter them, and your anger gives way 
to determination. Suddenly you feel less anxious, less 
frightened. As you concentrate on the names, you find 
that the serpent stare effect is decreasing! 
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If only J can escape this trap In time to stop Viper, you 
think. 

You must summon all your willpower to fight the 
force of the serpent stare. Make a Psyche FEAT by roll- 
ing one die and adding the result to your Psyche ability. 
If the total is 7 or more, turn to 136. If it Is 6 or less, turn 
to 105. 




174 "Let's not waste any time, HYDRA scum." 
Agent Bronder says. "We want the location of Viper's 
headquarters. You might as well tell us now, because 
you will eventually." 

"Never," the HYDRA agent sneers. 

"But we're your only friends in the world right now. 
Commander Wright." Agent Hoffman asserts. 
"HYDRA does not forgive failure. And you have failed 
to capture Viper." 

"I'm curious to know what made this man so sure 
that Viper would be here," you say, nodding toward the 
captive HYDRA agent. 

"Viper does not make a move we do not know about. 
We know where her secret base is, and we will attack 
it," the prisoner brags. 

"If you can find enough muscle, but you can't, can 
you? Viper's base is too well defended," Agent Hoffman 
quips. "That's why you were here— to try to capture 
her outside of it. Right? Right. Now answer Captain 
America's question," Hoffman orders, poking the 
HYDRA commander with his finger. "What made you 
think Viper would be here?" 

"We've got a wiretap on Viper's phone lines. She 
made a rendezvous with Gress over the phone. She 
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said she'd meet him at ten at Freedom Flight's head- 
quarters." the HYDRA agent insists. 

"But are you sure it was Kurt Gress?" you ask your 
captive. HYDRA Agent Wright looks confused. 

"What Cap is trying to tell you," Agent Hoffman says, 
"Is that there is another Mr. Gress— Aaron Gress, Kurt 
Gress's cousin." 

"He's probably meeting Viper at the bombed-out Sta- 
ten Island headquarters." you guess. 

"Oh, Commander Wright," Agent Bronder chides, 
"you not only didn't capture Viper, you're not even in 
the same state as she is. Inefficiency. HYDRA will not 
be pleased." 

The HYDRA agent squirms nervously, but does not 
reply. 

"Doesn't HYDRA usually punish failure of that sort 
by eliminating the person responsible?" Agent Bron- 
der continues, addressing her partner. 

"According to all our intelligence reports." Agent 
Hoffman nods his head. "There was that HYDRA com- 
mander we fished out of the bay last week. And last 
month, the HYDRA accoimtant who made a mistake— 
they planted a bomb in his car." 

"All right, all right!" the HYDRA commander cries 
out, shivering. "You swear you'll give me protection if I 
tell you where Viper's hideout is?" 

"That's the deal, but we need that information like 
yesterday," Agent Bronder replies, drumming her fin- 
gernails on the desktop. 

"How do I know you'll keep up your end of the deal?" 
Wright asks suspiciously. 

"Would we He to you in front of Cap here?" Agent 
Hoffman asks. 

"It's hi Pittsburgh. Under the Incline." the HYDRA 
agent blurts. 

"What's the Incline?" Hofiman asks. 

"Sort of a cable car. goes up the side of a hill. They 
have BIG hills in Pittsburgh," you explain, remember- 
ing a batUe you fought there alongside the mighty 
Avengers. 
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"Are you interested in a change of scenery. Cap- 
tain?" Agent Hoffman asks you. "We'd welcome your 
help in Pittsburgh, too." 

"Thank you. I think I'd enjoy that. I hear the Viper 
hunting is good there this season." 

TUrn to 49. 




175 The computer presents several other obstacles 
that ordinarily you would consider minor— walls to 
vault, screens to cUmb— but your injury slows you 
down considerably. 

Captain Marvel passes all the tests that confront her 
and reaches your destination way ahead of you, but the 
goal that the computer has chosen for your team is a 
cannonball weighing more than two hundred 
pounds— too heavy for your partner to lift. Upon reach- 
ing the basket yourself, you find your injury makes car- 
rying the ball quite painful. 

You manage to complete the exercise within the five 
minutes, but Wasp and Sub-Mariner win the bonus 
points for finishing first. They sit cockily on a bench, 
not bothering to try to slow you down any further. 
Their total score is greater than yours. 

"You're right. I needed the practice," you tell the 
Wasp as you shake her hand in a show of good sports- 
memship. 

"I didn't say that," Jan objects. 

"No, you're too polite and sneaky," you reply. "You 
were thinking it, though." 

"You can get even next week if you have the time," 
Jan offers. 

"I'll try to make the time," you agree. "And I'll do bet- 
ter for you next time, CM.," you promise your partner.! 
"1 know you will." Captain Marvel smiles. 



undaunted. 

"Come on. Cap," the Wasp insists. "Let's go tend that 
boo-boo." 

The wound is bothering you, but so is the sense of 
urgency you have about finding the eye of the storm 
that you sense is brewing in the calm. 

If you are willing to take the time to receive a little 
first aid before leaving the Avengers Mansion, turn to 
119. If you would rather just hit the streets and not 
worry about your injury, turn to 199, 



You cannot help thinking that you should 1 76 
find out what HYDRA Is up to. At the very least you can 
see to it that no innocents are injured in this assault, 
whatever it is. "I'd like to find out what this HYDRA 
assault is all about," you tell the SHIELD agents. "If 
you two are up to it." 

"I always wanted to drive a tank," Agent Bronder 
grins. 

"All right," Hoffman agrees. "But don't say I didn't 
warn you about her." he adds in an aside to you. 

After driving for over an hour, the bus finally stops 
and the guard and the driver open the doors. You are in 
another warehouse, empty but for two monstrous 
tanks! Standing in front of these assault vehicles is the 
HYDRA commander In charge of this mission. 

After everyone is given a rifle, the commander intro- 
duces himself and briefs you quickly. "We are going to 
attack a political headquarters called Freedom Flight. 
We couldn't care less about Freedom Flight, but they 
have a meeting this morning with a woman who calls 
herself Viper. She is to be captured alive, though not 
necessarily unharmed. Nothing else matters." 

The bus driver displays a life-size poster of the Viper 
so that everyone can identify her if they see her. and 
then rolls it back up. 

"So that's what this is all about," you think, "We'd 
better stick around, Just in case HYDRA succeeds. We 
can't afford to let them capture Viper and acquire those 
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rockets she stole for themselves." 

You signal Agents Hoffman and Bronder to continue 
with the undercover mission by following the HYDRA 
commander's order to get Into the tanks. 

TUm to 189. 

177 Satisfied that there's nothing seriously wrong, 
you decide to get right back to work. "I'll check out the 
rocket target site." you decide, heading your van back 
to Freedom Flight's former headquarters. Him to 9. 




Continuing your journey across the room is no 
easy matter. Rubber bullets rain on your shield, nets 
descend to ensnare you, walls pop up from the floor. 
But sooner than you expected, you reach the basket 
holding your team's ball. Peering inside, you see that 
the ball is bathed in an eerie red light. 

Using your shield, you try to scoop the ball out of the 
basket, but the small sphere seems to pass right 
through the disk. Suspecting that only Captain Marvel 
can get a hold on this phantom ball, you turn to inspect 
her progress. 

Alternating her form from one type of energy to 
another, your partner is skillfully passing through 
numerous metal shields and evading force fields gener- 
ated by hovering spheres. However, she's having a little 
trouble dodging an energy beam coming from a turret 
In the ceiling. The beam is dogging her flight path with 
frightening accuracy. Without hesitation, you toss your 
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shield to deflect the beam away from Captain Marvel 
before she takes any damage from it. 

lb make this FEAT with your shield, roll one die and 
add the result to youj: Shield ability. Remember that 
you can spend Karma points on any roll to help ensure 
your success. If your total is 18 or less, turn to 102. If 
it's 19 or more, turn to 165. 



You leap aside Just as bullets catch you In the 
shoulder and the leg. You must subtract 4 from your 
Health points. 

It is hard to concentrate with the pain shooting 
through you. You know you must climb the ladder to 
the passenger seat, but you don't think you can make 
it. You can see Agent Bronder leaning out from the heli- 
copter, reaching for you. 

If your Health points are now less than 10, you must 
make an Endurance FEAT by rolling one die and add- 
ing the result to your Endurance ability. If the total is 8 
or less, turn to 2 10. If the total is 9 or more, or if you 
still have more than 10 Health points, turn to 74. 

/ must end this quickly. A lightning quick 180 
attack should startle him and give me the edge I need. 

Make a Fighting FEAT. Roll one die and add the result 
to your Fighting ability. {Remember you can add 
Karma points if you like). If the total is 12 or less, turn 
to 85, if it is 13, 14, or 15, go to 6. If the total is 16 or 
more, proceed to 167. 

We can 't let this man loose on this city in those 181 
tanks, you decide. He '11 never succeed in capturing Viper 
that way. and he's liable to hurt someone. Time we took 
charge of his life and found out what he knows. 

"I want to capture the commander," you whisper to 
the SHIELD agents. "Be ready." 

Agent Bronder is assigned to the tank with Com- 
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mander Wright, and you and Agent Hoffman are 
assigned to the other. When all four of the other new 
HYDRA agents have cUmbed into the tanks, and you 
can no longer put off getting Into your tank, you motion 
to Laura, who is standing on top of her tank with the 
commander and a veteran HYDRA agent. 

Pretending to slip, she grabs for the commander to 
steady herself, but the man is either too cautious or cal- 
lous, and he backs away from her. She is forced to grab 
onto the other veteran officer, and she and he tumble 
off the tank. 

As the commander looks down at them with annoy- 
ance and shouts something unprintable. Agent Hof- 
fman pushes the veteran officer on your tank over the 
edge, and you leap across to the other tank. Make an 
Agility FEAT by rolling one die and adding the result to 
your Agility ability. If the total Is 1 1 or less, turn to 204. 
If it Is 12 or more, move on to 53. 



You cannot detect any flaws in the robot's 
armored body, and it's moving closer, preparing to 
mow you down like a weed. At any moment, you real- 
ize, one of the spearlike extensions from the thrashing 
machete arms may also come shooting out at you. 

You weigh your options quickly. If you want to throw 
your shield with maximum force to be sure you stop 
the robot, turn to 8. If you'd prefer to throw your shield 
with less force in hope of damaging the robot just 
enough to immobolize it, turn to 106. Or if you'd rather 
just try to dodge past the robot, turn to 64. 



Your foot catches Nitro in the stomach, keeping 
him from exploding and knocking him off the loading 
dock. As he falls, Agent Bronder gives him a sharp rap 
on the back of his head with the nozzle of her complex- 
looking Nitro-buster, and Nitro crumples at her feet. 

"You know, aclub could have done thejob justaseas' 
Ily," you note. 
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Bronder sighs. "Not if he'd gone boom." 

You haven't time to be amused, though. You see that 
Blacklash Is working frantically at the controls to the 
rocket, so you leap from the loading dock, over the 
SHIELD agent and her captive, toward the rocket. 

But before you reach Blacklash, a SHIELD plasma 
beam, fired by Agent Hoffman, hits the villain at the 
rocket, knocking him to the ground. Blacklash tumbles 
away skillfully. Then a spectral glow encompasses 
him. When the glow fades, Blacklash is gone! 

lUm to 26. 




Agent Bronder polishes off the other HYDRA 184 
guard with a blow from the side other hand. Before she 
lets him fall to the floor, she slides the rifle off from his 
shoulder as you retrieve your shield. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 5 or less, 
go to 1 18. If it is 6 or better, turn to 10. 



"Look, ya gotta trust me. It isn't a trap or 185 
anjrthing," the man's voice whines. 
You are half convinced by his tone that It's a trap. 
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"Who la this?" you ask, but the caller hangs up. 

Still tired from patrolling the city, and aching from 
the practice combat session at the Avengers Mansion, 
you decide not to check out this strange, anonymous 
tip tonight. Why would the caller Insist on talking to 
you personally and then not tell you more than he did? 

"He was probably a prankster," you decide. "But if he 
was laying a trap, he's going to find out he's not catch- 
ing any captains tonight." 

You leave the van parked behind Avengers Mansion, 
then slip into the mansion's back door and head for 
your room to spend the night in a real bed. After a 
night's sound sleep, you feel much better. 

While you are eating breakfast, you note a curious 
short article in the newspaper. It appears that the tip 
you got last night was hotter than you thought. The 
article's headline reads. "Police Suspect Owner Started 
Warehouse Fire." According to the article, the owner 
may have been "playing around" with explosives. 

You contact the Newark police and tell them about 
your tip. but it is so vague, you realize you can't be of 
much help to them. The police captain you speak to 
explains politely. "We appreciate your concern, sir. but 
we think we can handle this one without you. The iase 
is pretty cut and dried." 

You realize that you are being asked not to butt in. 
Perhaps it is just a police matter, you think. Still, you 
wonder why the tip came to you and not to the police. 
But you may never know the truth about the destruc- 
tion of the Curtis Supply Warehouse. 

Your adventure ends here. If you wish to begin again, 
you may do so. but you must reduce your initial Karma 
total by 2 for not taking the call of someone In need seri- 
ously. 
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The military jet commandeered by Nick Fury 186 
lands at Pittsburgh's AUegeny County Airport at noon 
exactly. You are greeted at the gate by SHIELD'S 
regional director for the area, Sylvia Chansler. 

TUmto 17. 



Your charge knocks Blacklash off balance, 10/ 
but he recovers with a backward somersault. Without 
bothering to rise to his feet, he activates his teleporter 
ring, which spreads a glowing light through the dim 
cellar, and then he is gone. 

With a sigh, you help untangle Agent Bronder from 
the gravity bolo, and then the two of you check Agent 
Hoffman. 

'*He's breathing fine," Bronder notes. "What's that? 
Do you hear a humming?" 

Spinning around, you note that the door to the secret 
office has been shut. You turn the doorknob, but the 
door doesn't budge. 

Behind the door, you hear Viper's laughter. "Good- 
bye, Captain." The humming starts again and then 
stops. 

You find that the ring you took from Viper is still In 
your belt pouch. After he escaped, Blacklash must 
have teleported back with a second ring for Viper, you 
surmise, 

"The way she said good-bye was positively spooky,'* 
Agent Bronder says with a shiver. 

"Yes, it was," you agree. '*We'd better get out of here.'* 

Tbgether you drag Agent Hoffman up the metal lad- 
der and out of the manhole, to the sidewalk. 

Just as SHIELD cars begin pulling up in front of Free- 
dom Flight's ex-headquarters, you feel the ground 
shake ever so slightly. 

"She left a bomb In the secret roomi*' Bronder gasps. 

You nod wordlessly. 

Agent Hoffman begins to come around. "What hap- 
pened?" he asks. 
"My question exactly," a voice above you says. 
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Looking up. you see Nick Fury, director of SHIELD. 
You stand to shake hands. 

"I thought we might be running into each other on 
this one." Fury says. "You okay. Ken?" he asks Agent 
Hoffman as Bronder helps her still-stunned partner to 
his feet. 

"Just got a taste of Blacklash's stunning and electric 
personality," Hoffman moans. 

"Blacklash was here?" Fury asks. 

"Viper, too," you admit. "I'm sorry, Nick, but they 
both got away." 

"And all we have to show for it is that two-bit ring 
from acrackerbackjox," Agent Bronder jokes. 

"Ring! You got a ring?" Fury asks excitedly. 

You hold the ring up for his inspection. 

"Viper's teleporter rings always disappear. We sus- 
pect she has a recall override on all of them." 

"Maybe she forgot this one in all the excitement," 
Hoffman suggests. 

"Dr. Amey!" Fury calls to a man, dressed in a white 
lab coat, who is standing in the door of a van crammed 
with electronic devices. The scientist takes the ring 
from you and slips it into a box with a cord leading to a 
computer. 

"Please stand back, everyone," Dr. Arney requests. 
He flips a switch, and the box containing the ring 
glows, hums, and disappears. 

After carefully monitoring the computer screen. Dr. 
Amey looks up with a big smile on his face. "Pitts- 
burgh, Pennsylvania," he announces. 

"That's where the ring went?" you ask. 

"Yes. I'll have a more exact location within the hour," 
the scientist replies. 

"All right!" Agent Hoffman cheers. 

"Gonna' get me a big forked stick and go snake hun- 
tln' in Pittsburgh," his partner sings. 

"Would you like to see this through with us. Cap?" 
Nick Fury asks. 

"lb the very end," you answer. 

Tbrn to 39. 
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You swerve aside Just as Nitro and Blacklash 
both attack. Nitro explodes his fist in Blacklash's face 
at the same instant that Blacklash tosses his bola over 
his partner. 

There's nothing like watching close teamwork in 
action, you think with a grin. Better finish the Job on 
Nitro before he panics and blows us all to kingdom 
come. 

After knocking out the exploding man, you check on 
his partner. Blacklash Is out cold as well. You bind him 
with his own whip. 

"I hope whatever drug Viper gave Nitro wears off 
before he comes to, or he'll escape anjnvay by blowing 
up." You step back to survey your handiwork. 

Make a Reason FEAT by rolling one die and adding 
the result to your Reason ability. If the total is 4 or less, 
go to 109. If it's 5 or more, proceed to 1 1. 



You and Hoffman axe assigned to a tank with 
two other new HYDRA agents and one veteran. Agent 
Bronder and the rest, including the commander, climb 
Into the other tank. 

The tanks rumble out from the warehouse and down 
the street. You cannot see where you are going, but you 
realize anyone outside the tank would notice you a mile 
off. What does HYDRA hope to achieve by this heavy- 
handed approach? you wonder. i 

You cannot resist asking the HYDRA officer in 
charge, "Wouldn't it be better to sneak up on Viper?" 

The HYDRA agent looks at you as though you are a 
fool. Patronizingly, he explains, "Once we capture her 
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we need these tanks to be sure she cannot escape us, or 
be wrested from us by the authorities. See?" 

You answer, "Yes, sir," but what you are really think- 
ing is. Only a fool would think Viper would stand 
around waiting while a tank lumbers toward her. She's 
mad, but not deaf. 

Several minutes later, the tank stops and you and 
Hoffman are ordered to get out. Outside, you And you 
are in an alley behind a row of townhouses. The 
HYDRA officer points to a door, and someone in the 
tank fires a missile at It, smashing it in. You are all but 
convinced that the HYDRA commander is mad, too. 

"Go through there," he orders. "Herd everyone you 
see into the front room. Don't let anyone escape." 

You realize you'd better not let anyone past you, 
since the tank would only fire upon them. Fortunately, 
no one resists your Invasion, and you and Agent Hof- 
fman soon find yourselves in the living room of the 
townhouse, guarding five men and two women while 
the HYDRA commander shouts questions at them. The 
front wall of the room has been smashed in by the tank 
Agent Bronder is in. 

"Where is she?" the commander barks. 

"Who?" the oldest prisoner, a middle-aged man, 
asks, looking confused. 

"Don't act stupid! Viper— where is she? We know 
she's here, Gress. We heard you arrange a meeting with 
her for this exact time to buy one of the rockets. You will 
hand over Viper, the rocket, and the money you were 
going to pay her, nowl" 

"I don't know what you're talking about," the pris- 
oner protests, clearly bewildered. 

The HYDRA leader knocks the man back with the 
butt of his rifle. "Don't make me angry!" he shouts. "I 
shoot people when I'm angry." 

Now you are sure Commander Wright Is cracking up. 
Even if Viper had been here, which does not seem 
likely, she'd be long gone by now. 

"I think you're mistaken,'* you say in a quiet voice. 
"Besides, this has gone on long enough." 
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Before you lose the element of surprise that your 
comment has caused, you launch yourself at the 
HYDRA commander. Make a Fighting FEAT by rolling 
one die and adding the result to your Fighting ability. If 
the total is 12 or less, go to 7. If it is 13 or 14. turn to 
128. If It is 15 or more, proceed to 97. 




The Viper hangs up on you, and you lay the 
phone receiver back down on its cradle. 

''Apparently Nitro was correct," you announce. 
"That was Viper calling for someone named Gress. 
She'll be here in ten minutes with a rocket. 

"The game's afoot," Agent Bronder cheers, her eyes 
sparkling with exitement. 

"That doesn't give us much time," Hoffman mutters. 

"Sorry." you apologize. "She wouldn't be put off. and 
we can't lose her now." 

Agent Hoffman nods in agreement. "I'm going to put 
In a call for backup," he says, reaching for the phone. 

You spy a slip of paper under the phone and pick it up 
to examine it. "This might explain why Mr. Gress Isn't 
here to answer his phone; he's probably paying his 
phone bill," you state, showing the SHIELD agents the 
paper. It's a cut-off notice for a Mr. Aaron Gress from the 
phone company, demanding payment before resump- 
tion of services. 

"I wonder how Mr. Gress Intended to buy a rocket If 
he can't even afford to pay his phone bill," Agent Bron- 
der murmurs. 

"Viper is selling them cheap," you point out. "This 
one's going for only five grand." 

"Figures. The rockets didn't cost her much to steal. 
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and she's making sure just about anyone can afford 
one," Bronder notes. 

"No doubt," you agree, "How much chaos she can 
spread would be her main motivation, not profit. Let's 
see what's back here, shall we?" you suggest, pointing 
to the door in the back of the room. 

Drawing her weapon. Agent Bronder covers you as 
you push open the door. Behind is a large, cavernous 
second basement with empty crates and barrels 
stacked within. Against one wall a metal ladder leads 
up to a manhole cover. There are no lights in the room. 

"This would be a good place to hide and wait," you 
propose. "We can block the secret door into the other 
basement." 

Agent Hoffman joins the two of you. "I've called for 
backup, but they won't make it here in time. Aaron 
Gress, by the way. is a member of Freedom Flight; he's 
a Latverlan political refugee, and his cousin is Freedom 
Flight's founder. I presume you have a plan?" he asks 
you. 

"Yes. Slide that manhole cover over a few Inches so a 
little light shines in, and then go He down at the bottom 
of that ladder and play possum. That should attract 
their attention when they arrive." 

"They? You don't think Viper will come alone?" Hof- 
fman asks. 

"No. She'll bring someone to do the dirty work." 

Agent Hoffman follows your orders and positions 
himself while his partner jams the secret door mecha- 
nism so it cannot be opened. 

You wait anxiously behind a stack of crates in the 
shadowy secret cellar. Crouching next to you, Agent 
Bronder keeps switching her plasma-beam weapon 
from hand to hand In nervous anticipation. 

"Don't Jump the gun, young lady," you warn. "Viper 
may bolt at the first sign of deception." 

"She wouldn't be so tough without that lousy tele- 
porter," Bronder sniffs. 

"You're wrong about that." you whisper. "It was her 
dangerous cunning that got her that teleporter." 
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You do not have to wait much longer for the now- 
familiar sound of Viper's teleporter delivering someone 
Into the smaller room. 

You hear Blacklash's voice ask, "Well, where is he?" 

"Check out there," Viper's voice commands. 

The door Into the room you are in swings wide open, 
and now Blacklash is in sight, but you remain frozen. 

"There's someone lying at the foot of the ladder," 
Blacklash whispers. 

"Well, go check it out," Viper says In a bored tone. 
"Perhaps he took a tumble. See if the money is on him." 

Blacklash crosses the cellar floor, leaving the door- 
way unguarded. Moving as one, you and Agent Bron- 
der step out from behind the crates, you toward the 
open door and Bronder toward Blacklash. 

The dimness provides a certain amount of camou- 
flage for your ambush, but you know that silence Is 
absolutely crucial. Make an Intuition FEAT by rolling 
one die and adding the result to your Intuition ability. If 
the total is 12 or less, go to 88. If the total is 13 or more, 
proceed to 111. 



You have no idea how much time has passed 
when you awaken, still a prisoner, still strapped to a 
table. Blacklash is in the room with you, or rather, 
Mark Scarlottl, for the criminal is dressed In ordinary 
clothing and not In his Blacklash costume. Apparently 
he's Just given you an injection to bring you around. 

Whatever the shot was, it has given you a feeling of 
strength and clear-headedness. Surreptitiously you 
test your metal bonds. I might Just slip out of the strap 
holding my right wrist to the table— if I'm willing to 
leave some skin behind, you think. 

ScEirlotti lays your shield on top of your chest and 
drops a dandelion on top of the disk. ' 

"I'm fantasizing about your funeral, Captain Amer- 
ica," the man says, giggling. '*But don't worry. Viper 
still wants you alive. She's going to get you to help sell 
her rockets.'* 
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; "She's mad, Scarlotti, if she thinks she can make me 
do anything of the sort." Secretly, you are grateful for 
the cover your shield provides as you try tugging your 
hand upward. 

"Oh, you'd be surprised. She has the most impres- 
sive assortment of mind-altering drugs I've ever seen." 

"And it would seem you've been into them," you 
state, noting his dilated pupils and quirky movements. 

"A little reward for capturing you." 

"I see. More poppy derivatives. You're a bigger fool 
than I thought, Blacklash." 

"I captured you. Just remember that. Flagman. I 
captured you all by myself." 

"You're mind's going already, Scarlotti," you sniff. 
"You had help from Nitro, remember?" 

"Nitro, hah! This seam's better off without him. I'm 
glad he's gone." 

He left, hmm? Couldn't take Viper's madness 
inaybe?You wonder if it's too much to hope that Viper's 
organization may already be crumbling— eaten away 
by her courtship with nihilism, drugs, and insanity. 

"That old fool just couldn't recognize Viper's 
genius." 

"I think you admire her because she's one of the few 
people around who is more unstable than you are, 
Scarlotti," you taunt. 

"You Just wait. Captain Nowhere," Blacklash shouts. 
"You'll see. People will spit on you when Viper fin* 
ishes." 

You take advantage of Blacklash's distracted agita- 
tion and give your hand one final jerk. Before you have 
a chance to feel the pain caused by scraping the skin off 
your hand, you grab at your shield so it won't slip to the 
ground. 

With your other arm and both legs still bound, you 
know you will have only one shot or Blacklash will 
summon help- Make a Shield FEAT by rolling one die 
and adding the result to your Shield ability. If the total 
is 20 or less, turn to 141. If it is 21 or more, turn to 5. 
Remember you can spend Karma on your die roll. 
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I'd better check out Schlichtlng's story, you 192 
decide. After all, he has good reason to want the Viper 
captured. It'll keep the whole world, and especially 
him, safe. I'll go alone, though, in case it's a false alarm. 
Then I won 't be wasting anyone's time but my own. 

You patrol the city until dusk and then return to 
Avengers Mansion for a quick bite to eat. Then, in case 
you need it later, you stow your Harley-Davidson 
motorcycle in the back of your customized van, which 
is parked behind the mansion headquarters. 

I should try to get a littie rest before tonight's stake- 
out, you think. You lie down on the built-in cot in the 
rear of the van, but not knowing what Viper is up to 
makes you too tense to sleep. Finally, after tossing rest- 
lessly for an hour, you give up. 

lUrn to 14. 



As a bright light flashes from the tank, you 193 
swerve the car as quickly as you are able without run- 
ning off the road Into a ditch. The car is hit anyway. A 
mortar shell tears through the passenger side, but the 
vehicle still functions, and you speed past the tank, 
knowing it cannot catch up with you. 

You glance at Laura Bronder beside you. She Is 
unconscious and bleeding from a cut on her head. 
Steering the car with one hand, you cradle her head in 
your lap and apply direct pressure to the wound to stop 
the bleeding. You know that if you stop, HYDRA will 
catch up to you. 
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A police car finally cruises up beside the Cadillac and 
pulls you over. Flashing your Avenger's ID, you con- 
vince the officer in charge to help you get your compan- 
ion to a hospital. 

TWo days later. Agent Bronder Is taken off the critical 
list. You visit her in the hospital with her partner, Ken 
Hoffmein. After saying hello, you hand her a bouquet of 
violets. 

"My favorites," she whispers. 

"Your partner told me," you confess. 

"I don't feel like I deserve them," she sighs. "Colonel 
Fury told me that while I was unconscious, Viper fled 
her headquarters and HYDRA got most of her rockets 
anyway. I should have given you the location of her 
secret base while we were making our getaway so you 
wouldn't have had to wait for, me to come to." 

"We were both a httle preoccupied," you console her. 
Besides, Nick Fury told me that it would be a lot easier 
tracking the rockets from HYDRA than finding out who 
Viper would have sold them to." 

"Still," Bronder says, "it's a lot more work. And you 
went to so much trouble getting me away from 
HYDRA." 

"I wouldn't consider it time wasted," you say. 

"Dry to look on the bright side, Laura," her partner 
advises. "We kept HYDRA from occupying Viper's old 
hideout, since it wasn't so secret anymore, thanks to 
you. And you gave us more dirt on HYDRA than we've 
accumulated in the last year. Not only that, but we cap- 
tured hydra's secret base, using your information. We 
got that tank, too." 

"I want that stuffed and hung over my mantle," Bron- 
der growls. Then, more seriously, she adds, "I wanted 
to catch the Viper so bad." 

"Me, too," you admit. "And we still might someday. 
So get better." 

"Yes, sir," Bronder salutes you. 

Your adventure has come to an end. When you play 
again, subtract 2 from your initial Karma total for what 
you've lost and what you've learned. 
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You hold onto the HYDRA leader firmly while 194 
the double agent who aided you handcuffs him. Add 2 
to your Karma points for assisting in the capture. 

"Just who are you?" you ask your helper. 

"Ken Hoffman. SHIELD special agent, sir," the man 
replies, removing the mask that is part of his HYDRA 
uniform. 

"What's SHIELD?" Mr. Gress asks as you help him 
up from the floor. 

"Supreme Headquarters International Espionage 
Law-enforcement Division." you explain. "He's one of 
the good guys." 

"That's debatable," a woman's voice retorts. The 
speaker, also dressed in a HYDRA uniform, is standing 
in the doorway. 

"That's my partner, Laura Bronder— also an under- 
cover agent for SHIELD." Hoffman explains. "You 
should talk," he chides the woman. "Look what you did 
to these nice people's wall with that tank. Do you know 
you're a menace?" 

"Sorry about that folks." Agent Bronder says, shrug- 
ging. "But I was undercover, and I had to do what 
HYDRA ordered. If you would all step outside, our 
administrator, Mr. Johnson, will debrief you and dis- 
cuss recompense with you." 

The Freedom Flight members file out of their own 
headquarters. 

"Director Fury said we'd probably run into you on 
this one. Cap," Agent Hoffman comments, turning 
back your way. "He says you emd Viper go way back." 

"I've fought her before," you say, nodding. "But why 
is HYDRA so anxious to get her?" 

"She stole our rockets!" the captured HYDRA com- 
mander accuses. 

"You mean the rockets she stole before you could do 
it yourselves," Agent Hoffmein laughs. "They're Uncle 
Sam's rockets. She got over six hundred of them." 

You shake your head, amazed at the number and 
gravely concerned about the damage Viper could cause 
with them. "Those rockets must be recovered." 
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"That's our job." Agent Bronder says. She and her 
partner sit down on either side of the captured HYDRA 
leader. 

TUm to 174. 




1 95 Unable to help Captain Marvel in time, you 
watch as she is struck by the energy beam. She trems- 
forms back to matter in midair and immediately 
crashes to the floor. As you rush toward her, she rises 
awkwardly. 

"You get the license plate of that truck?" she jokes. 
"Are you okay?" you ask. 

The energy-transformer nods, then adds ruefully. "It 
looks as though we've lost the bonus." 

The Wasp fUes by with a ball In her hands. 

"We still have time to finish ,"' you point out. urging 
Captain Marvel on. 

Reaching the basket again, this time with your part- 
ner, you watch as she bypasses the heat field by chang- 
ing herself into light energy. As she draws the ball out, 
it shines j ust as she does. 

"The ball must be made of unstable molecules," Cap- 
tain Marvel explains, transforming herself and the ball 
back into matter once more, 

"And only someone able to alter molecules could get 
a hold of it," you say with a nod. 

You reach for your shield smd head back to the oppo- 
site wall. The Wasp and the Sub-Mariner have already 
dropped their ball in their finish line basket, so you lose 
the bonus for finishing fh^t. Your team's total score is 
slightly higher, however, due in part, you realize, to the 
fact that you got past your obstacles without causlijg 
extensive damage to the room or its defenses. 
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Namor scowls with annoyance at the red-ant stings 
he received trying to reach for his team's ball. "You 
must teach me how to tell those insects to get out of my 
way." he says to Jan. 

"You have to ask them very politely," the woman 
explains. "Communication with ants requires excep- 
tional diplomacy." 

"I enjoyed the session," you say. "Thanks for asking 
me." 

"I'm glad," Jan answers. "If you have time, we can do 
it again next week. Then Namor and I will have a 
chance to get even." 

"I'll try to fit it into my schedule," you promise. 
"Good afternoon, ladies . . . Namor," you say as you 
head for the door. 

TUm to 172. 



You stop to consider for a moment why there 191) 
would be a staircase going up. The entrance you took 
was rather high up the side of the mountain, and the 
passages haven't sloped down much. If you continue 
climbing like this you'll end up above ground again. 

Everything has that polished look that only a techno- 
logical genius such as the Viper could have created. 
You flip off your flashlight and it all becomes clear. The 
first fifteen steps vanish In the darkness, but the ones 
that follow them give off their own eery light. You climb 
the lower steps to Investigate more closely. 

You touch the first glowing step with your shield only 
to learn that the strange step has no substance. It's a 
holographic proJecUon, you realize. A trap of Viper's, 
all right, you mutter. Feeling carfefully. you discover 
that the false stairs go over a pit trap that must be quite 
deep. You carefully skirt the edges. Ham to 100. 

Viper fires Just as your shield is about to 197 
strike her. Her weapon's power blast keeps the disk 
from smashing into her at full force, but the shield still 
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travels with enough momentum to knock the weapon 
from her grip. 

Viper glares at you, her attractive face distorted by 
hatred. "You will pay for your interference. Captain," 
she snarls. 

You leap forward to grab her, but she has already 
operated her teleporter ring. A glowing light surrounds 
her and she disappears. Him to 127. 

198 A little background first. . ." Fury begins. 
"Viper wasn't the only one who wanted this shipment 
of rockets. HYDRA was after them as well, for some 
scheme of their own." 

"But Viper snapped them up right from under 
HYDRA'S nose," Hoffman continues, "so Viper is per- 
sona non grata with them— not that they've been on 
especially good terms with her since she left HYDRA." 

"Our intelligence division reports that HYDRA 
knows the location of Viper's secret base, but the 
would-be world conquerors are currently too under- 
manned to take it by force." Bronder adds. "HYDRA 
has been trying to catch Viper outside of her 
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headquarters— to teach her a 'lesson,' and more nota- 
bly, to get her to hand over the rockets." 

"So you need to get into HYDRA to fmd out the loca- 
tion of Viper's secret base," you guess. 

"Precisely." Fury replies. "And HYDRA has opened 
the door for us to do so. According to one of our inform- 
ants, HYDRA is holding massive recruitment drives." 

''Looking for muscle to storm Viper's base?" you ask. 

"That's what we figure," Agent Hoffman says, nod- 
ding. "We thought we'd apply as hired thugs. HYDRA 
will take anyone at this stage, including costumed 
super villains." 

"We've got another costume you can wear to hide 
your own. If you want to Join Ken and Laura on this 
mission." Fury explains. 

"What are we waiting for?" you ask. 

TUm to 76. 




'No, thanks, Jan." you insist. "It's just a 1 99 
flesh wound. I have to be going now." 

"Suit yourself, but take it easy, okay?" 

"Yes, ma'Eim,'* you agree as you wave good-bye to 
your fellow Avengers. Taking the elevator up to the 
main floor, you head out to the street, 

TUm to 77. 



The HYDRA agent is completely alert, and he 200 
knocks your shield away with his rifle. As he starts to 
aim his weapon, though, it cracks into two pieces, 
destroyed by the force of your adamantium disk. 
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Vaulting oVer the bar you leap at the guard. Make a 
Fighting FEAT by rolling one die eind adding the result 
to your Fighting ability. If the total is 12 or less, turn to 
171. If it is 13 or more, turn to 30. 




201 "That's where the rocket came from? Who 
were they launching it against?" you ask. 

'"Ifell him. Scarlotti." Agent Bronder orders Black- 
lash, addressing him by his real name. 

"I don't answer to dames," Blacklash sneers. 

"You want to step outside, Scarlotti?" Bronder chal- 
lenges. 

"Down. Laura. We may need him In one piece." 
Agent Hoffman warns. 

"I'd be more polite, if I were you, Blacklash," Fury 
advises. "1 trained Agent Bronder myself, and my 
money is on her," 

"You took orders from Viper," you point out to Black- 
lash. "She's a woman." 

"She paid well." Blacklash says, grinning. 

"For what?" you ask. 

With a shrug. Blacklash sits back and starts to talk. 
"We sell these rockets to political organizations- 
terrorists mostly. But there aren't enough of them 
around in this country, so we've started convincing less 
extremist groups that they need them. too. If there's 
one paranoid or violent apple in the bunch, Viper 
knows how to find him. The group uses the rocket and 
then their enemy has got to have one to use in retalia- 
tion. Our business increases." 

"We're talking civil warfare here. Blacklash!" you 
snap. "How could you be a part of this madness?" 

"I told you, Viper pays well. Besides what do I care If a 
few crazies blow each other up?" 
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"tbll Director Fury and Captain America what you 
told me about this rocket," Agent Hoffman orders 
Scarlotti. 

"Viper tried to sell it to this guy— Curtis. He owns this 
warehouse. He belongs to some kook organization 
called the People's Choice of Latveria that supports Vic- 
tor Von Doom— that fascist guy who rules Latveria, you 
know?" 

"Is Doom involved in this, too?" you ask in surprise, 
aware that Lord Doom of Latveria Is another would-be 
world conqueror. 

"Nah!" Scarlotti answers. "He doesn't have anything 
to do with American peasants, not even the ones who 
are for him like this Curtis guy. Anyway, this Curtis 
won't bite. He insists he's not a violent man. So Viper 
says to make it look like Curtis's PCL used the rocket 
anyway— on their rivals— some anti-Doom group 
called Freedom Flight. Their headquarters Is on Staten 
Island. We were supposed to launch the rocket from 
Curtis's property and then blow up his warehouse to 
teach him a lesson about being such a chicken. That 
was Nitro'sjob." 

"You're such scum, Scarlotti," Agent Bronder whis- 
pers. 

Unperturbed, the villain Just grins. 

Blacklash sits up straight. "What are you talking 
about? You got nothing on me but possession of this 
dumb rocket, emd you know It, SHIELD boy." 

"Don't be stupid, Scarlotti," Nick Fury advises. 
"Viper has declared her Intention to overthrow our gov- 
ernment on numerous occasions. You don't think she's 
selling these rockets for her health, do you?" 

Blacklash seems unable to reply. He looks confused, 

"Think, Blacklash." you urge. "If Viper creates 
enough chaos with these rockets, If the violence gets 
out of hand. It will be that much easier for her to 
destroy us. Have you ever seen a citywlde riot? That's 
what it will be like all over this country if Viper goes on 
peddling these weapons." 

"You don't want to be responsible for that, do you. 
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Scarlotti?" Agent Hoffman asks. "Ifcll us where she is." 

Blacklash shifts uneasily. "Pittsburgh," he croaks. 
"Under the Inchne." 

"The what?" Hoffman asks. 

"The Incline," you echo, remembering it was the 
scene of a battle you once fought in alongside the 
mighty Avengers. "Ifs a cable car that goes up the hill. 
They've got big hills In Pittsburgh." 

"Big snakes, too," Bronder adds. 

"Hoffman and Bronder will be arranging the raid on 
Viper's hideout. Would you care to give them a hand. 
Cap?" Nick Fury offers. 

"Sure. I'd like that," you reply. 

TUrn to 186. 




Suspecting that the red glow surroimding the 
ball may come from some dangerous energy source, 
you decide to wait for Captain Marvel, who can easily 
foil such a trap by transforming herself into the same 
kind of energy. You spot her form, now changed to liv- 
ing light, as she swoops down on your shield. 

Merely by willing it. she takes on her own material 
form as she calls out, "Special Delivery, Cap," and 
tosses you your shield. 

Catching the shield deftly, you watch as your partner 
streaks past several force fields generated by hovering 
spheres. Then she changes into an energy form able to 
pass through the raetaJ shields dropping down from 
the ceiling. You become concerned when a particularly 
well-trained energy beam shooting from a turret in the 
celling starts closing in on Captain Marvel. Instinc- 
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tively you toss your shield to deflect the beam away 
from her. 

lb make this FEAT with your shield, roll one die and 
add the result to your Shield ablUty. If the total is 18 or 
less, turn to 102. If it is 19 or more, turn to 16S. 



You grab Viper's arms and get a firm grip 
about both of her slender wrists. Even after you have 
yanked her teleporter ring from her finger, she does not 
surrender gracefully. She breaks free a moment later 
and tries to slam you in the chest with her foot. 

"Enough of this." you mutter. You level Viper and all 
her rage with one blow to the back of her neck. She 
slumps in your arms, defeated. TUm to 2 15. 



You land easily on the roof of the other tank, 
but the HYDRA commander grapples with you to keep 
from being pushed off the edge of the tank. His strength 
is too close to your own for you to just shove him over. 

You break free of the HYDRA commauider's hold on 
your sleeves and back away. / have to get this man 
under control, you reedize. 

If you decide to charge, taking both you and your foe 
over the edge of the tank, turn to 20. If you'd rather 
launch a karate kick at him, go to 156. 



You awaken to another booming sound. You 
can see the warehouse's corrugated walls sagging on 
their supports and Its roof caving In. A mist floats over 
the warehouse and then swiftly drifts out of sight 
across the bay. 

Judging from my uniform 's tattered condition, you 
think, JVitro must have blown up on me again, before he 
took out the warehouse. 

"Are you all right?" a voice whispers from behind a 
parked truck trailer. 

You rise slowly, wincing In pain as you go to and 
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investigate the sound. Crouching low in fear is a pudgy, 
elderly man in a business suit. 

"I've been better," you answer. "Who are you?" 

The man rises to his feet. "Steven Curtis," he says. 
"That was my warehouse." 

"What happened to the rocket?" you ask, noting Its 
absence. 

"They launched it," Mr. Curtis answers. 

"Why did Viper do this, Mr. Curtis?" 

At Viper's name, Mr. Curtis starts. "You know about 
her?" he whispers. 

"Yes, sir," you reply. "But more importantly, what do 
you know about her?" 

"She threatened to destroy me." 

"Why, Mr. Curtis?" you persist. 

"She wanted me to buy one of those rockets, but I 
refused. I'm not a violent man. Captain America. You 
must believe me. She said if I wouldn't live by the rock- 
et's red glare. I would die by it. She's trying to frame 
me." 

The defeated tone of the warehouse owner's voice 
convinces you he is telling the truth. "But why would 
Viper try to sell you a rocket, Mr. Curtis?" 

It seems unbelievable to imagine this mild- 
mannered little man using such an Instrument of 
destruction. 

"Because I'm the founder of the PCL. She tried to 
convince me that I needed one because Freedom Flight 
has one. I didn't believe her." 

"What's the PCL? And what is Freedom Flight?" 

"PCL stands for People's Choice of Latverta. We sup- 
port Lord Doom's government." 

"Victor Von Doom?" Your head swims from the con- 
tradictions. Besides being the ruler of Latveria, Doom 
Is himself a would-be world conqueror. In your opinion. 
Doom is mad and quite dangerous. Why would some- 
one like Mr. Curtis support him? 

"Oh, I know what you're thinking. Captain," Mr. Cur- 
tis goes on. "You super heroes have often fought 
against Doom, and you may have been right. But what- 
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ever you think of him, he's the best leader Latveria has 
had ever. He has been good for the people. I am a U.S. 
citizen now, but I was bom in Latveria, and it was a ter- 
rible place before Lord Doom took over. The aristocracy 
walked all over the peasants. Things have changed for 
the better." 

You consider the wisdom of Mr. Curtis's words. Latve- 
ria does not have the benefit of American-style democ- 
racy, yet It is better off than many other small nations. 
"But what about Freedom Flight?" you ask again. 

"They're a group of refugees who oppose Lord Doom. 
They want to bring down his government. Their head- 
quarters is on Staten Island, just south of here, across 
the bay. I think they are wrong. Captain, but I would 
never have done them any harm." 

"Then Blacklash and Nitro launched the rocket at 
Freedom Flight?" 

Mr. Curtis nods. "Then they blew up my warehouse 
to get even with me for not buying their rocket." 

"I want you to tell the police what you told me, Mr. 
Curtis." 

"They won't believe me." 

"I'll back up your story with what I discover. But I 
have to go now." 

You drive out to Staten Island, traveling just within 
the speed limit but by the time you arrive, Freedom 
Flight's headquarters is a blazing inferno. TWo firc- 
flghting crews are already on the scene, battling the 
fire. 

"Is there anyone in there?" you ask a police officer 
who Is helping to keep back a crowd of curious onlook- 
ers. 

"Well, that's the miracle of it," the policeman tells 
you. "You see, these Freedom Flight people moved to a 
new headquarters in Philadelphia this morning. They 
say they were too close to that Latverian embassy for 
comfort, that they were afraid of reprisals from the Lat- 
verian Secret Police. I heard they lost their lease. Any- 
way, as far as we know, the building is empty. No one's 
been hurt. Does that sound like luck or what?" 
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"Sounds like 'or what," " you reply, wondering If 
Viper's plan has been thwarted by a twist of fate, or If 
this was part of her plan. This would be a good way to 
convince Freedom Flight to buy a rocket, and you can 't 
sell anything to the dead, so maybe she warned them. 
It's so hard to figure out her twisted schemes, you 
think, shaking your head. 

"Are you all right, sir?" the polioe officer asks you. 

Vou see that the man is inspecting your tattered uni- 
form and bruised face. 

"You look like you've been In quite a tussle," the offi- 
cer notes. 

"I suppose so," you reply vaguely. 

"Maybe you should see a doctor," he suggests. 

"I'U consider it, sergeant. Thank you." 

You return to your van, which is parked a few blocks 
from the burning building, and collapse wearily onto 
the cot, exhausted from your battle and the day's con- 
fusion. When you awaken late the next morning, you 
feel a little better. 

Add 2 back to your Health point total, but you are 
still bruised and sore. If you decide to take the time to 
visit a doctor as the police officer suggested, turn to 
124. If you are so concerned about the damage Viper 
and her goons may do that you don't think you can 
afford to take time to see a doctor, turn to 42, 




206 You tuck into a roll, and the bullets bounce off 
of your shield. With a leap, you reach the ladder and 
climb into the chopper. Agent Bronder lifts off the roof 
of HYDRA'S secret base, TUrn to 89. 
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With a supreme effort of will, you riemaln 207 
standing despite your wound. The HYDRA com- 
mander backs away from you with his rifle aimed at 
your middle. He leaps out the hole that his tank made 
In the front wall of the building. 

You are about to jump down after him when a shot 
rings out and your quarry falls over. He lies in the 
street, unmoving. 

"Sniper fire! Stay back!" someone shouts, tugging on 
your shirt. Backing away from the hole, you realize 
that the warning came from the HYDRA agent who 
helped you battle the other HYDRA agents. 

"Who are you? What's going on?" you demand. 

The HYDRA agent pulls the HYDRA uniform mask 
off his head. "Ken Hoffman, SHIELD special agent, sir," 
the man introduces himself. "Offhand, I'd guess that a 
HYDRA sniper Just shot the commander." 

"Why?" you ask. 

Agent Hoffman shrugs. "Probably because he knew 
too much. HYDRA couldn't risk his capture. Also 
because he failed to capture Viper. The sniper will be 
long gone. Can I put something on that wound for 
you?" the SHIELD agent offers. 

One of the Freedom Flight members brings Agent 
Hoffman a first-aid kit so he can bind your wound. Add 
1 to your Health points. Add 1 to your Karma, too, for 
helping to keep the members of Freedom Flight safe. 

"What is SHIELD? Who is this Viper woman? And 
what were you doing pretending to be one of those 
men?" Kurt Gress asks Agent Hoffman as the SHIELD 
agent tends to your injury. 

"SHIELD stands for Supreme Headquarters Intelli- 
gence Espionage Law-enforcement Division," Agent 
Hoffman explains. "Viper is a very wicked lady who's 
stolen a very large shipment of rockets from Uncle 
Sam. HYDRA Is furious, since they siranted to steal 
these same rockets for themselves. We had a lead that 
HYDRA knows where Viper's hideout is. So we joined 
HYDRA undercover to find out what we could— 'we' is 
me and my partner, who should be outside somewhere. 
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Anyway, HYDRA Is holding off attacking Viper only 
until they can get enough manpower. In the meantime, 
they tried this stunt. Now, I have a question for you, Mr. 
Gress. Do you have any idea why HYDRA thought 
Viper would be meeting you here?" the SHIELD agent 
asks. 

Mr. Gress shakes his head slowly. 

"Perhaps Viper was meeting the other Mr. Gress," 
you suggest. "—Aaron Gress. Do you know what your 
cousin's unfinished business in New York was, Mr. 
Gress?" you ask. 

"You've figured it out. Cap," a voice from the doorway 
announces. "Aaron Gress was trying to buy a rocket." 
The spealter is none other than Nick Fury, director of 
SHIELD. "Would you ladles and gentlemen please step 
into the hallway so Administrator Johnson can debrief 
you?" Fury requests, waving the members of Freedom 
Flight out of the room. 

As soon as Mr. Gress and his people file out. Fury 
shuts the door behind them. "Are you okay?" he asks 
you. noting your bandage. 

"Fine," you reply. "Just a flesh wound. I take it you 
stopped Aaron Gress from getting his rocket?" 

"Well, not exactly." Fury admits. "He didn't have the 
cash to buy one, even though Viper is selling them 
really cheap." 

"I don't think she's interested in the money," you 
assert. "She's only interested in how much chaos she 
can spread getting people to use the rockets. Am I 
right?" 

"Bull's-eye," Fury nods. "Still, she's not giving them 
away. It cost her something to steal them, and she's got 
other expenses. When Gress couldn't show her the 
money, she refused to show him a rocket. There was 
some sort of argument, and Blacklash started to rough 
up Gress. Gress shot Blacklash with a gun he'd kept 
hidden. Viper got away, but we have Blacklash." 

"Then we can can find out the location of Viper's 
hideout from him," Agent Hoffman says. 

"I'm afraid not. Ken," Fury answers. "Blacklash is in 
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Intensive care and probably won't be able to talk for a 
few days. Viper will have moved by then. We captured 
Nitro this morning, but he couldn't tell us a thing. Viper 
kept him completely in the dark. We were really relying 
on you and Bronder to break into HYDRA's computer. 
Where is Agent Bronder, anyway?" 

"Laura!" Agent Hoffmem gasps. "She was with the 
HYDRA sub-commander." 

"We didn't capture any sub-commanders," Fury says 
In a Ught voice. 

"Laura must be escaping back to the HYDRA secret 
base with him, trying to stay undercover. She hasn't 
had enough time yet to break HYDRA's computer codes 
and learn where Viper's hideout is. I'll bet she's gone 
back to do It." 

"Without backup?" Fury growls. 

"Well, you know how Laura is, sir," Agent Hoffman 
answers meekly. 

"Yes. Foolish and headstrong." 

"Something I can help with, Nick?" you offer. 

"How are you at rounding up stray sheep?" Fury 
asks. "We've got to get Bronder away from HYDRA." 

lUm to 108, 




You catch the HYDRA agent in a headlock. 208 
He struggles fiercely, but he cannot shake your hold. 
Agent Bronder injects something Into an artery in his 
throat with a tiny needle hidden in her ring, and he col- 
lapses. 

"The old needle-in-the-ring trick." you tease. "Isn't 
that a little old-fashioned for a modem girl?" 
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"It's a lot quieter than an upper cut," Bronder 
explains. 

Add 2 to your Karma points for defeating the HYD^A 
commander. 

A rifle fires from above, and bullets ricochet off the 
shield you have hidden in your costume. 
TUm to 69. 



Without meaning to, you fall asleep. By the 
time you wake up, night has fallen. Clipping your brief- 
case next to the phone-link computer interface built 
into the van, you pop open the briefcase's false bottom. 
Beneath it lies a portable terminal connecting you to 
the computer that records calls coming in to your 
nationwide hot line. 

A network of volunteer computer operators called 
Stars and Stripes monitors all your calls and sorts the 
Information for you. Only one new urgent call has come 
in since you checked this morning. At least, it seems 
urgent in its frequency. 

Five times the computer printout of the message is 
the same: "I must speak with you personally, not with 
this machine. I'll call back in exactly one hour." Curi- 
ous, you think. 

The calls are recorded at fifteen, sixteen, seventeen, 
eighteen, and nineteen hundred hours. However, the 
last call was made at 19:45 and reads: "Forget it. The 
X-Men are taking care of it." 

It is now past twenty hundred hours, and since the 
caller did not repeat his message on the last hour, you 
suppose your aid is no longer needed. 

Curious, you wonder what it is the X-Men are taking 
care of, but since you have little contact with them, you 
realize you may never know. Your adventure has come 
to an end. 

You may begin the adventure again, reducing your 
Initial Karma and Health totals by one point each for 
your failure to recognize the importance of your physi- 
cal well being. 
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You want to tell Bronder to leave you behind, 
but you know she won't, so you must summon every 
ounce of strength to reach your companion. 

Yanking on your shirt she hauls you into the chopper 
and buckles you in. As the helicopter rises and the cold, 
dark night air surrounds you, you pass into a different 
cold darkness. 

When you awaken, you are lying in a hospital bed in 
SHIELD headquarters. Nick Fury and his agents, Hoff- 
man and Bronder are seated by your side. 

"How are you feeling, hero?" Laura Bronder asks 
with a smile. 

"Sore," you answer truthfully. "What happened?" 

"Laura's information led us to Viper's secret base in 
plenty of time. We recovered all of our rockets," Nick 
Fury fills you in. "but not, I'm afraid, the Viper." 

"That teleporter makes her as slippery as her name- 
sEike," you note. 

Fury nods. "But we also got the bonus of getting a 
HYDRA secret base, thanks to you and Laura." 

"Always glad to be of service," you answer, smiling at 
Agent Bronder. 

"The secret base was In Pittsburgh, under some- 
thing called the Incline," Agent Bronder explains. 
"Some guy at the Incline told us you'd been there 
before." 

"Yes," you reply, "with the Avengers." 

"Well, we got you a little memento. Show him. Ken." 

Agent Hoffman holds up a T-shirt with a picture of the 
Pittsburgh Incline. Underneath the picture, in 
ballpoint pen. are scrawled the words "I helped 
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SHIELD recover 574 rockets for the U.S. Government 
and all I got was this lousy T-shirt." 

"Thank you,'* you laugh, and then wish you could 
stop because it hurts more than a little. 

"The doctor said we shouldn't stay long," Fury says. 

"You get better quick," Bronder orders. 

"I think I will," you answer. The relief you feel know- 
ing that Viper is no longer an Immediate threat will go a 
long way toward helping you heal. 

Your adventure is over. You may begin again, sub- 
tracting 2 points from your initial Health total but add- 
ing 1 point to your initial Karma total for your valiant 
efforts. 




You slip up right next to Blackleish and level 
him with a karate chop. Lowering him gently to the 
ground, you check his eyes, breathing, and pulse to be 
sure he's out cold but not in any danger. 
11^10 28. 



& I £• Your charge has no more effect than to nudge 
the HYDRA commander back. But as his attention is 
turned to you, Agent Hoffman slams him over the head 
with his rile butt, and the man slides to the floor. Add 1 
to your Karma points for helping to defeat a high-level 
HYDRA operative. The other HYDRA agent in the room 
has been knocked unconscious— also by Hoffman. 
Him to 92. 



213 Launching a kick at Viper, you knock the 
deadly weapon from her hand, but she lashes out with 
a leg as well, connecting with your chest. 



184 



As you sprawl backward, she throws herself on top of 
you, her mouth opened wide. Not a moment too soon 
you remember the artificial fangs Viper wears in her 
mouth. You can see drops of lethal snake venom secre- 
tion glistening on the sharpened teeth. 

She intends to poison me with a bite! you realize in 
disgust. In order to break away from Viper, you must 
make a Strength FEAT by rolling one die and adding 
the result to your Fighting ability. If the total is 8 or less, 
turn to 144. If it Is 9, turn to 27. If it is 10 or more, turn 
to 126. 



Just as you are passing one of the entrances 
to Central Park, you hear a beckoning whisper. "Pssst, 
Flagman . . . over here." 

Warily eyeing the bushes where the voice came from, 
you step off the sidewalk onto the lush grass. 

You make a sudden leap and catch held of an over- 
hanging tree branch, then pull yourself up. Perched 
high, you get a view of whoever or whatever is behind 
the bushes, without making yourself a target. 

Beneath you, crouched low so as not to be seen, is a 
man in a highly unusual outfit— a blue body suit with 
orange sections, segmented to suggest a snake's ribs- 
an outfit you recognize. 

"Schlichting! You? What do you want?" Suspicious, 
you wait for the man to reply. Frank Schlichting, alias 
the Constrictor, is a dangerous criminal and foe. Usu- 
ally. There have been a few occasions when he has been 
helpful, though mostly for his own selfish reasons. 

'"IHice," Constrictor whispers hastily. "I've got some 
information for you." 

"All right," you agree. You don't really trust this 
hood, but seeing that he is alone and obviously fright- 
ened and Judging that you can easily outmaneuver him 
if he has foul play in mind, you see no harm in hearing 
him out. 

"Would you come down from there? I don't want to 
call any attention to us." 
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You hesitate briefly, then Jump down in front of your 
would-be informant. 

Nervously Constrictor strokes the casings on his fore- 
arms. You know he can eject electrically charged whip- 
like cables from the casings if he plans to fight you. 
Instead, he whispers, "I wouldn't do this for anyone, 
but I owe ya one. Just don't think I'm turning into a 
fink or nothing." 

"I wouldn't dream of it. What is it. Constrictor?" 

"Only 'cause you saved my life, and 'cause she's 
crazy, you know?" 

"Who's crazy?" you ask, growing impatient. 

"A certain acquaintance of ours with green hair and 
lipstick." 

"Viper? What's she up to?" 

"I'm not sure exactly, but if you check out the Curtis 
Supply Warehouse in Newark at midnight you may see 
something that interests you, by the rocket's red 
glare." 

"What's that supposed to mean? What will I see?" 
"I don't know, exactly." The mercenary shrugs. 
"Well, what makes you think I'll see anything at all?" 
"I, uh, can't tell you that." 

"Well, this is all very helpful, Constrictor," you reply, 
unable to keep the sarcasm out of your voice. "Why so 
nervous. Constrictor?" 

"Are you kidding? If she finds out I've been talking to 
you, she's going to know something's up. I already 
helped you foil one of her plans, and you know what 
she's like." 

You nod. The Viper is a vicious, ruthless interna- 
tional terrorist. She Is undoubtedly one of your most 
terrifying foes. Her schemes almost always involve 
death and destruction on a massive scale, for the Viper 
is mad with the desire to annihilate everything you 
hold precious, and, most especially, she would like to 
crush the United States government. 

"Why didn't you Just leave a message on my hot 
line?" you ask. "Then you could have remained anony- 
mous." 
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"Can't be too careful. Suppose she was listening In. 
She'd just change her plans. If she recognized my 
voice, she'd have me killed for sure. I'm hoping the 
witch'U just forget me, though I doubt I'll get that 
lucky." 

"Don't you think you're being just a little bit para- 
noid. Constrictor?" 

"No. She hates you for all the times you've defeated 
her. Ikpping your hot line is just the kind of thing she 
might do to keep tabs on you." 

You don't argue the point any further. After all, you 
remember, a mere high school student once broke into 
the hot line system, and though its security has been 
upgraded considerably. Viper is extremely formidable. 

"How do I know that this isn't some sort of trick?" 
you ask. 

"Look, I'm Just tryin' to do you a favor. Tkke it or 
leave it." Constrictor hisses and starts to walk away. 

"Schllchting?" you whisper after him. "Where can I 
reach you?" 

"Are you kidding? As soon as I found out she was 
back in the country, I made arrangements with my tra- 
vel agent. I'm blowing this coast until it cools off. If I 
could And a way off the planet, I might consider that, 
too. Good luck. Flagman. You'll need It," 

You let Constrictor walk away without confronting 
him further. It's possible he's telling the truth, since he 
has helped you defeat Viper before. Yet, If Viper is truly 
Involved, it would be just like her to use Constrictor to 
set you up. Constrictor could be in her pay. or an unwit- 
ting pawn. 

At any rate, any scheme of the Viper's will bp insidi- 
ous, ending In global chaos if It isn't stopped. The first 
question, though, you tell yourself, is will I be walking 
into a trap or really sneaking up on her plot? 

If you decide to follow Constrictor's tip and go to the 
Curtis Supply Warehouse In Newark, whether you 
think it's a trap or not, proceed to 192. If you want to 
check out the warehouse but think you ought to get 
some help, turn to 129. 
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Nick Fury comes pelting into the room, his 
weapon drawn and ready. "I don't believe it!" 

"Can I borrow your handcuffs?" you ask. 

"Borrow away. Later. I'll have them bronzed for you," 
Fury replies. "After all these years, she's really been 
defeated." 

"Have you recovered the rockets stored in the 
mines?" you ask, cuffing the villainess to the control 
panel. 

"Yes. And Bronder and Hoffman managed to inter- 
cept some of the ones that were being beamed to 
Viper's new headquarters and sent them to our head- 
quarters instead. 

"You should be able to recover the rockets Viper sold, 
too. She had a list of sales in her computer, and I man- 
aged to prevent her from erasing the file." 

"Jackpott" Agent Hoffman cries when he comes up 
from behind Director Fury and sees your prisoner. 

Bronder, just behind her partner, glances from Viper 
to you, a look of awe on her face. 

"You don't look too happy," she notes. 

"I'm relieved," you answer. "I just feel— we have 
scotched the snake, not killed it." 

"Huh?" 

"I think what Cap means," Fury explains, "is that 
madness like the Viper's remains in the world, whether 
we've captured her or not," 

"Precisely," you reply. "There are hundreds of people 
In this country willing to buy rockets from Viper to use 
on someone else. They were ready to move down to her 
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level of insanity to accomplish their goals, wrong or 
right. It's that kind of thinking that is far more danger- 
ous than any single super-villain." 

"You have a good point." Agent Hoffman says, "But I 
think we're all better off because you caught her." 

"And there's always tomorrow to tackle the other 
problems," Agent Bronder adds. 

"Both true." you add, feeling a little more light- 
hearted. 

"And furthermore." Fury declares holding out his 
hand, "you'll always have us battling those problems 
alongside of you." 

You accept the handshake with a grin. "What more 
could I ask for?" 
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